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COMPETITIONS + 


HAVE YOU GOT 


WHAT ITTAKES TO BE A 


Top Gun puts you in the fighter pilot’s seat 
of an F-14 Tomcat. 

Vector graphics and a split screen allow I or 2 
players to play head to head, or against the computer. 


£ 7.95 

SPECTRUM 


£ 8.95 


Your armaments in this nerve tingling aerial duel 
are heat seeking missiles and a 20mm rapid fire cannon. 
Can you feel the force! 

Top Gun mavericks! Enter the danger zone. 


AMSTRAD/COMMODORE 


Ocean Software Ltd., 6 Central Street, Manchester M2 5NS. Telephone: 061-832 6633.Telex: 669977 OCEAN G. 

Ocean Software; Distributed in France by Ocean France.Telephone; 93-42-7144. Distributed in Germany by Rushware.Telephone: 2101-70040. 

TM & © 1986 Paramount Pictures Corporation. All Rights Reserved. TM. a trademark of Paramount Pictures Corporation. 
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GREYFELL BY 
STARLIGHT 

New software house, Starlight, 
recently announced their decision 
to launch their games through 
Ariolasoft. The first game, Grey- 
fell, is now nearing completion and 
a full review will be appearing next 
month. 

Greyfell, the Legend of Nor¬ 
man, is an arcade adventure featur¬ 
ing Norman the Wise — a humble 
cat with no great ambition in life. 
One Saturday night Norman 
stumbles out of his local as a feline 
with a future. The great Wizard 
Hitormis has been telling tales of 
Greyfell, a curious land of long ago 
which was caught in the grasp of 
Moron the Evil One. 

Fired by alcoholic beverages 
and the tragic story of how peace 
and love were banished from the 
land when the Orb of Life was 


ELECTRIC DREAM 
MACHINE 

Enduro-racer is a superb conver¬ 
sion of the Sega motorcycle arcade 
machine. Electric Dreams have 
really done it proud, producing a 
game which is recognisable as a 
conversion of the arcade version 
and consequently streets ahead of 
every other biker game on the 
Spectrum. 

Completing each tough section 
of the game within the given time 
limit allows you to extended play¬ 
ing time. The tracks cover a range 
of terrains and road surfaces, pro¬ 
gressing from the firm grip of 
tarmac to dusty desert tracks. A 
real sense of the rise and fall of the 
road is given as the bike zooms 
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stolen, Norman has resolved to 
embark on the mighty quest to 
vanquish Moron and return the 
Orb to the good people of Grey¬ 
fell. 

Greyfell is an isometric maze 
game with a difference because the 
characters can speak to you. The 
language of Greyfell is a strange 
tongue which uses numbers and 
letters to express words. For 
example, ‘ICUR2 busy’ would 
imply that you are otherwise 
engaged. 

As you solve the mystery you 
will meet good characters such as 
Potbellius the dog, Offalorien the 
spy, Willy the pig policeman, and 
Blotto the drunken rabbit. Baddies 
take the form of rats, wolves and 
killer tomatoes amongst others. 

Contact: Ariolasoft, 68 Long 
Acre, Covent Garden, London 
WC2E 9JH (tel: 01-836 3411). 


along at speeds reaching 200mph. 

The animation of the rider is 
superb as he accelerates and flies 
over ramps placed to help him 
jump over rock strewn sections of 
the road. He drops his foot to 
stabilise himself as he takes corners 
at speed and in the desert section 
clouds of dust rise from his heel. 

By far the most unwelcome 
but spectacular effect is the bike 
spinning through the air as the 
luckless rider smashes into one of 
the many obstacles in his path. 

I predict that this game is a 
future number one hit or their 
ain’t no justice in this world. 

Contact: Electric Dreams Soft¬ 
ware, 31 Carlton Crescent, South¬ 
ampton, SOI 2EW (tel: 0703 
229694). 


name of your craft and you are 
the poor unfortunate who has to 
crack the mothership’s defence 
systems before time runs out. 

The graphics are stunning 
with program generated shadows 
giving greater realism to each 
scene. 

Warlock casts you as an evil 
wizard whose life is being upset 
by the Lord of Light as he 
spreads goodness about your 
shadowy castle. Now where did 
you leave the Orb of Power? Fin< 
it and the Lord of Light can be 
defeated. 

As you embark on your task 
you have the power to transmute 
into one of three forms: Warlock 
Goblin and Troll. Each facet of 
your split personality possess 
different powers which can be 
used as you search for secret 
passages, food, potions and 
treasure in your search for the 
Orb. 

Contact: The Edge Publicity, 
36/38 Southampton St, Covent 
Carden, London WC2E 7 HE (tel: 
01-831 1801). 


EDGE CLIPPINGS 


After a period of silence, The 
Edge have returned with an 
impressive list of releases. 
Following on the heels of 
Pallitron, Shao Lin’s Road and 
this month’s feature Fairlight II, 
we have received Shadow 
Skimmer for the Spectrum 
(£7.95) and an Amstrad CPC 
game called Warlock (£8.95 or 
£14.95 on disk). 

The plot of Shadow Skimmer 
is reminiscent of part of the film 
2001, A Space Odyssey, where 
one of the crew is locked outside 
the spacecraft by HAL the 
malfunctioning computer. In this 
game, Shadow Skimmer is the 





Readers letters, Alan’s Amstrads, therapeutic 
software. All come under the editor’s gaze. 






Seen the letters page yet? At long 
last you have a real voice. Air your 
views on any computing subject and 
the industry will read it. Gamer 
goes to all the major software 
houses as well as thousands of 
readers worldwide, took at the Hi 
Scores and you’ll see a few strange 
surnames, many of them 
Norwegian. 

Why do so many Scandinavians 
play computer games? Does this 
relate to the long dark winter 
nights up there? Perhaps a friendly 
Norge would like to write and let us 
know. 

Programmers are the Unsung 
Heroes of the games industry. We’ve 
all heard (ad nauseam) about the 
Yak M inters and Loco Crowthers of 
this world but what of the others? If 
you’ve wondered how they are 
discovered and what they do during 
the months of silence which herald 
a new program, read on and keep 
reading Unsung Heroes as we take 
you behind the screens. 

It’s been a strange month. Over 
the Christmas period the absence of 
a plethora of Amstrad programs 
was noticeable. Since then we have 
seen a belated flood of games. The 
main reason is that most of the 
money lies in Spectrum and 
Commodore games. Even MSWho 
programs have been enjoying very 
healthy export sales. Why is the 
Amstrad being relegated to Citizen 
Second Class? 

Amstrad Sugar’s takeover of the 
Sinclair enClive has made software 
houses nervous about the future of 
the CPC series. What has Amstrad 
got planned for the future? Will it 
keep two home computers in the 
company or will the next machine 
be a dual Spectrum/CPC machine as 
part of a phasing out process? 

Alan Sugar is a businessman, and 
a very good one too, his interest lies 
in profitability. If it pays to kill off 
the CPC series, he will do it. All we 
can do is hold our breath. 

The sad news of this month is 
the departure of my sidekick Hike 
Roberts. His dedication to the 
computer industry is undisputed. 

He’s been with Gamer for two 
years, since Issue I of its first 
incarnation, and stayed to see its 
rebirth last month. Now he’s off 
into the big, wide world but he’ll 
still be appearing in these pages 
each month to air his vast 
knowledge of the games’ scene and 
sample the latest megablasts on 
your behalf. Good luck Hike, and 
long may your joystick waggle. 
SWITCH IT OFF! 

But... 

OFF, I SAY! 

Just a min... 

DO AS YOU’RE TOLD! 

Aaww, just one mor... 

OFF! (click) 


It always happens. Just when 
you’re about to crack the next 
phase of your latest game, someone 
comes in with suggestions for three 
million other jobs you should be 
doing. Even yours truly gets hassled 
during the long evening sessions, 
slaving over a hot review (and I 
almost get paid to do it!). She 
comes in, waving the latest billet 
doux from the Electricity Board. 

“Do you know what time it is?” 

“Yes, dear.” 

“Are you stili playing that stupid 
game?” 

“Yes.” 

“Have you seen this bill?” 

“Several times, you’ve been wearing 
it all week. And stop calling me 
Bill.” 

“What are we going to do about it?” 
“Well you could have it surgically 
removed.” 

“I don’t know what you see in 
those things. It’s time you grew up 
(blah, blah...)” 

Host people fail to realise the 
benefits of game playing. Even the 
most crude zapper games improve 
hand to eye co-ordination and 
reactions. Adventures, strategy and 
platform games all improve your 
reasoning powers and trivia games 
increase general knowledge. 

“Ah!” say the crtitics, “but all of 
the violence must affect your 
attitude towards killing.” 

Balderdash! A game is a private 
battle between my brain and the 
programmer’s guile. Wiping out a 
bataflion of crack troops has no 
more effect on me than taking a 
pawn in chess. I know Pm not 
taking lives even though I also know 
that this is what the game is all 
about. A game’s a game and life is 
life. Anyone who confuses the two 
should be wrapped in cotton wool 
and protected from the evil, 
bloodthirsty Tom and Jerry 
cartoons. 

As an editor I am only too aware 
that the world of big business is 
potentially more corrupting than 
any mere game. The cut-throat 
battle for promotion, the beating 
down of competitors, with resultant 
loss of livelihood and dignity, are ail 
too acceptable. Just watch people at 
Harrods on the first day of a 
January Sale and you see humanity 
at its most vulgar and basic level. 

Violence seems to be a feature of 
the human being. Humanity is the 
last thing we can be accused of. So 
surely it is better to rid ourselves of 
the frustrations of modern life by 
blasting a few aliens. Why are 
competitive sports so popular? 

Strategy games come in for a lot 
of criticism but most of them allow 
you to play either side of a battle. 
The PSS game Theatre Europe was 
well and truly thumped by Woman’s 
Hour several months ago but, as the 


Gamer team pointed out to the 
interviewer, the idea of the game is 
to avoid nuclear conflict. The effect 
on those who play it is to underline 
the delicate balance that would exist 
in a Super Power conflict. 
Conventional war can so easily 
into Armageddon when one \ 
find its back to the wall. 

Games are good for you, don’t 
let anyone persuade you otherwise. 
Buy Gamer and be proud that you 
don’t have to get your kicks by 
beating up someone eise’s granny. 

Hay your joysticks never falter. 














































GREMLIN'S 

SPRING 

SCHEDULE 


THEY STOLE A MINNION 


Tony Crowther is rapidly becoming All this outflowing of talent 
the gypsy of the software world, leaves one question unanswered: 
After moving from Alligata to what is to become of Alligata? The 
Wizard Developments and back company’s Managing Director, 
again, he has now joined with Mike Mahoney, claims that they are 
Ariolasoft to create the Gobots now settling down after shedding 
program announced several a few crocodile tears. Much of the 
months ago. 

Using a game called Moebius . . ... _ _ 

which was originally planned as an 

Alligata release, Crowther has a Wmwl 

made the relevant changes for it f j§| 

to become the official Gobots ^§§1 

game. To his credit Crowther’$ lip ;JjTt 1 M j 

game has survived the transition 1i JBL L| KJ 

well and is actually a lot better than \S J 

Moebius appeared to be. j- I ws*. . 

Fellow defector, Ross Goodley, 

has helped to develop an introduc- k 

tory computer display which ex- r^ SSlL 
plains the Gobots’ story. Using 

about 20 Amiga-style pull-up r®\' 

screens of text and graphics, the I 

package shows a novel approach to fjjSSP^ tfKf 

the TV cartoon theme. ^ wjF " 

The Crowther move has been / 

accompanied by WE-Music co- 
worker Ben Daglish’s move to j Jp 

Gremlin Graphics. How this will I H 

affect the dynamic duo’s fruitful I 

partnership has yet to be seen 
because Daglish must now seek gL 

Gremlin’s permission before pmL 

undertaking outside work. 

At the moment Daglish is 

working in Sheffield, with fellow # M| 

composer Rob Hubbard, on a pro- W 

ject for Gremlin. Combining two 

such talents should stretch the £J/sm 1 

Commodore’s SID chip to its m I 

utmost and the results are awaited 
with great expectations for 1 

another computer music classic. PCMW \ " «» ,j 


work in hand seems concentrated 
on producing conversions but 
Mahoney’s ability to unearth new 
talent should ensure that the 
company will not have to bite back 
on its new program development 
for long. 


Fans of martial art games will scapes and there is a strategy to 
be pleased to hear about the be applied if you’re not going to 
Samurai Triology which includes end up like a thin sliced loaf, 
karate, kendo and samurai sword 

fighting together in one game. The Contact: Gremlin Graphics, 10 
graphics employ large, well ani- Carver St, Sheffield SI 4FS. Tel: 
mated sprites against Japanese land- 0742 753423. 


Ariolasoft’s latest release on their! 
39 Steps label is a computer nasty! 

Bride of Frankenstein is a 
cryptic game which involves using 
various tools to dig up bits of dead 
bodies for your horrible hubby. 

Lost souls wander around the 
dungeons and crypts and try to 
prevent your grave robbing acti¬ 
vities. Your problem is your heart. 
Should the stress of your grave 
activities prove too much you get 
a heart attack — Ariolasoft calls 
this its ‘special cardiac arrest 
feature’. Arresting stuff! 

The Bride of Frankenstein will 
be available soon on the Amstrad 
CPC and the ZX Spectrum. 

Contact: Ariolasoft, 68 Long 
Acre, Covent Garden, London 
WC2E 9JH. Tel: 01 836 3411. 


Please, Sir! I - ^ I 


y/. 

Cloning Around 


IBM-like machines — or com¬ 
patibles as the business world likes 
to call them — have got a big 
boost on the games front from a 
number of companies. 

The ever lively Creative Sparks 
has launched a new label, Status 
Software (corny, eh!) and has two 
new titles on it — ICON: Quest 
For the Rings and Fortune Teller. 

The first game is an arcade 
adventure about a Norse chief 
who has to live as noble a life as 
possible. As a test he must retrieve 
a golden ring from the underworld 
and return it to the Rhine maidens 
(yawn). However, the final test is 
of the king himself. Does he keep 
the ring or return it to its rightful 
owners (double yawn). 

The second game isn’t a game 
at all. It is, in fact, an astrology 
system perfected by the Hindu 
Yogis — seriously, said to be able 
to reveal details about love, 
marriage, health and other world 
shattering things. Both games are 
available at the budget IBM 
machine price of £14.95. When 
most such games are around £20 
this must be fairly good value. 

Even cheaper games are on 
their way from budget kings 
Mastertronic (who else). The first 
three IBM clone titles are Ninja 
Mission, Pro-Golf and Five A Side 
Soccer. All the games are fairly self 
explanatory and are available at the 
knock-down price of £9.99. 

However, Nexus’ latest game 
‘Super Sunday’, based around the 
fast growing media sport of 
American Football, is more expen¬ 
sive at £22.95. Teams slog it out 
to reach the final at the Super¬ 
bowl. Full graphics and detailed 
plays give the player a real taste of 
the game. 

The game can be played three 
ways: player against player; player 
against the computer and com¬ 
puter auto-play where it’s the start 
that count, although the player can 
intervene. 

Contact: Creative Sparks, Unit 
BlI, Armstrong Hall, Southwood 
Summit Centre, Southwood, Farn- 
borough, Hampshire GUM ONP. 
Tel: 0252 543303. Mastertronic is 
on 01 377 6880. Nexus, DSB 
House, 30 High St, Beckenham, 
Kent BR3 I AY. 
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The Gremlin team seem to be very 
active at the moment with a 
dazzling array of titles due for 
release over the next year. 

The sequel to Thing on a Spring 
is nearing completion and promises 
to be a more playable version this 
time. Using the same pipeline 
theme as the original, the follow 
up has many new problems in 
store. The game includes a tourist 
mode which allows you to wander 
through the pipeline to view the 
challenges held by the action 
screens. Humorous touches will 
add to the enjoyment and Gremlin 
are expecting it to bounce into the 
charts in a few weeks time. 

Krakout is a souped-up version 
of the old Breakout style of game. 
Bricks must be knocked out of 
walls by hitting a bouncing ball back 
and forth across the screen. Some 
of the bricks affect the character¬ 
istics of the bat which may extend, 
double up or become sticky accor¬ 
dingly. Alien creatures give extra 
depth to the basic gameplay and 
there are 100 different walls to be 
eliminated. 

ST owners will soon be able to 
get their own version of Irailblazer 
and the game features hi-res back¬ 
drops to each of the bouncing ball 
scenarios. As with many of the 
Gremlin games, special cheat 
modes will be hidden in the pro¬ 
gramming which allow you to 
switch from the standard ball shape 
to go-cart (still looks like a 
wheelchair to me) or Thing on a 
Spring modes amongst others. 


APS’ latest game Grange Hill is 
based on the popular children’s 
series of the same name. An 
arcade adventure, the game puts 
you in the place of Luke ‘Gonch’ 
Gardner whose Walkman has been 
confiscated. You must recover this 
or risk the wrath of your mum! 

You have Paul ‘Hollo’ Holloway 
to help you — though you have to 
talk him into it. As in the series, 
fashionable social Issues feature 
heavily — saying anything other 
than “no!” to the drug dealer loses 
lots of points. 

Grange Hill — The Computer 
Game costs £9.95 and is available 
for the Amstrad CPC, Com¬ 
modore 64 and ZX Spectrum. 

Contact: Argus Press Soft¬ 
ware, Victory House, Leicester 
Place, London WC2H 7NB. Tel: 01 
439 0666. 


Grange Hill’s Imelda (Fleur Taylor) points a digit at her digitised self. 
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Konix has just been awarded the 


HeW Enterprise Award in the 
Welsh National Business Awards, 

,9 lld Princess Michael of 

Konix beat off major oppo¬ 
sition like Laura Ashley and Brjtjsh 
Aerospace. This is the first award 
that has been won by a computer 
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Monty on the Run comes Auf 
Wiedersehen Monty. 

Monty has escaped from prison 
after being locked away for steal¬ 
ing coal Hiding in Gibraltar he is 
discovered by Intermole who are 
out to get him! Monty’s last 
chance is to buy the tiny island of 
Months TK but can he raise the 
money? Play the game and find But. 
avi. Money raising efforts include: 
fencing the Mona Lisa; competing 
in a Grand Priz, and getting help 
from the Mafia. aside the 
J ^ Perils in store for Mong^n- 
clude the Mole Fatale in Venice — 
will Monty lose his heart to her? f 
As all illegal moles know a Swiss 
bank account is a must so Monty 
needs to get his account in order 
too, if he is to retire to his Greek 

hfttand paradis4he ear but the j I 

0 v Auf Wiedersehen Monty is 
available soon on the Commodore 
lia in64, Amstrad CPG, ZX S Spectrum 

b j fans Polish I 

Contact: Gremlin Graphics,\ 

Units 2/3 V Hoi ford Way, Hoi ford, 
Birmingham B6 7AX. Tel: 02J-3S6 p€ 
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A two way test of skill and nerve-can you out - 
manoeuvre the awesome ogre and blast a path 
through the myriads colourful blocks and on 
the return, are your reflexes fast enough to 
retrieve the speeding missile, deflected from 
its block shattering journey or regurgitated 
contemptuously from the ogre’sjnouth. 

Graphically brilliant. Compulsively 
absorbing. At the highest levels your skill and 
speed must be exceptional. 
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100 ACTION PACKED SCREENS MEANS THIS GAME IS OVERLOADED WITH FUN!! 
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Put a foot wrong and Dirk will fall to his 
doom in the murky pool far beneath the 
Dragon's Lair. i BSj d £ZT,t~ 

lo make things worse there’s a large 
bat in here who must be fended off with 
the sword before he pushes Dirk to his 
death. 'St 5BBOr 


As Dirk progresses the walls of the 
gully change colour making it more 
difficult to see the oncoming obstacles. 
Living by your wits is one thing but this 
isn’t funny. 


C onverting a video disc arcade 

adventure into a home computer 
game is a daunting task. With 
Dragon’s Lair, Software Projects had their 
work cut out and the game was patchy 
— excellent sections interspersed with 
dross. 

You’ll be pleased to know that 
Dragon’s Lair II, Escape from Singe’s 
Castle, is a vast improvement. Eight great 
games linked by the story of Dirk the 
Daring’s return to the lair of the Dragon, 
now ruled by the Lizard King. 

In his first adventure Dirk rescued the 
beautiful Princess Daphne. Now he is 
trying to escape with a pot of gold which 
will allow him to keep her in the manner 
to which she’s accustomed. 


No sign of the Lizard King but he’s laid 
traps for unwary adventurers. Goodness 
gracious, great balls of fire whizz round 
Dirk’s ears. No wonder this is called 
Singe’s Castle! Keep a cool head as hot 
hands of flame reach out to caress you 
and the Circle of Suspicion tries to engulf 
you. 


Almost there. The key to escape lies 
inside a bottle on the far side of a pool 
of hot, bubbling mud. Mud monsters rise 
from the sludge to challenge you as you 
pick a careful pathway towards the gap 
which yawns between Dirk and the key. 
Almost thhe 

Singe’s Castle is an evil place peopled 
by the quick and the dead. If Dirk is not 
quick enough he will be reincarnated 
back at the start of his adventure. This 
gets really irritating but with eight games 
and no higher levels what can you 
expect? 

is wrenched from your grip and sticks to The tape is a multiload file and a fair 

the golden trove. As you wander across amount of winding and rewinding is 

the room, lines of force try to drive you needed before Dirk sees the light of day. 
back into a corner. You must reach the I did find that my version of the game 

sword and take the gold or perish. If you seemed to give problems on both the 

win the king is defeated and then you’re C64 and 64C if I stayed on the first 

free to make your escape to Doom game for too long. Instead of entering 

Dungeon on horseback. Boulder Alley at the end of the river, the 

game looped back to the beginning again 
and passing through the centre passage 
on the white water scenes proved 
impossible. 

The graphics are very similar to 
Dragon’s Lair but the music is a vast 
improvement. Not surprising because it 
written by the Maestro himself, Rob 


We join Dirk as he negotiates the rapids 
and whirlpools of the river beneath 
Singe’s kingdom. Riding the white waters 
of the boulder-strewn river is dangerous 
but chevron flashes appear to guide you 
along the safest path. 


9 Each of the four river scenes are 
basically the same, a choice of two 
passages is followed by a choice of three 
and a final two on each of the screens. 

As you approach, the chevrons flash and 
you have to push the joystick left, right 
or centre before the chevrons disappear. 
Although this is a simple reaction game, 
you have to have your wits about you if 
you are to see the whirlpools. 

You enter the grotto where three 
eddies swirl back and forth across the 
screen. Dirk can steer left or right, 
speed up and slow down. Timing is 
everything and it is different each time 
you play. 

There are three different whirlpool 
screens to negotiate then before you’re 
back with another section of white water 
and a further set of whirlpools. Phew! 


Was this place built by the same architect 
who designed Boulder Alley? Dirk flies on 
the back of a magical horse down never 
ending corridors, dodging all manner of 
airborne junk. Blazing boulders and hunks 
of ice make you run hot and cold as you 
try to avoid smashing into the corridor 
walls. 


was JpHMppRipill 

Hubbard. Each scene is accompanied by a 
suitably atmospheric composition which 
adds a lot to the enjoyment of the game. 
Superb graphics, fantastic sound, great 


gameplay, incredibly addictive. Don’t just 
sit there reading this, go and buy a copy! 


That horse was a nightmare as you raced 
hot foot into the dungeon but now bolts 
of lightning flicker from the ceiling and 
light the floor around you. Which exit 
can Dirk take? How many creatures must 
he kill to escape? 


Shades of Indiana Jones, what’s this? A 
king size boulder rolling towards our hero 
down a narrow channel. Once more it’s 
back to reaction games. 

The screen shows Dirk running 
towards you with the boulder in hot 
pursuit. Every now and then holes appear 
in the channel and if Dirk doesn’t jump in 
time he’ll be crushed as he trips over. 

If that’s not enough there are balls 
rolling up and down the sides of the 
channel and you have to time Dirk’s run 
carefully so that he isn’t sent flying. 


»♦•••••••#••••• • • 

•SCORELINE Vt 1 

■Kg • # * # < 

'V I mpact 9 5 % %%* 

»V Originality 89% 

• • Gameplay 95 % • • • 

•Vx-Factor 95%> • < 


At last, a peaceful room with a pleasant 
tiled floor. Oh no! Where did that tile 
go? Squares appear and disappear as the 
heroic figure dodges this way and that. 


•V OVERALL 


Smell something 
burning? It’s the second 
part of Dragon’s Lair 
and it’s really hot stuff. 


Title: Escape from Singe’s 

Castle 

Computer: Commodore 64 
Supplier: Software Projects 

Price: £9.95 
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suminary, is to make Pac-Man eat grams are quite different, Dig-Dug, 
as many pills as possible, whilst like its classic stable mate, is a tale 
avoiding the ghosts* deadly about a strange character’s han- 
embraces. kering for food and the hazardous 

Notwithstanding its incredible lengths to which he will go to find 
success in the arcades, Dig-Dug is it. This time the action takes place 
probably still not as well known as not in a maze but underground. 
Pac-Man. Although the two pro- A fire breathing dragon and a 

corpulent monster called Pooka 
inhabit the subterranean world of 
Dig-Dug, and both are, of course, 
j. _ extremely hostile. Whereas the 

main character in Pac-Man is for 
^ the most part passive, the one in 
Dig-Dug can shoot at his pursuers 
^ or even drop boulders on them. 

All in the name of entertainment, 
y° u understand. 111 

Arcade Classics is a good buy 
^ you still yearn for the good ol* 
days when X° u coM approach a 
computer game in the knowledge 
that you need not possess a degree 
/‘OVrSrO r # V simply to be able to understand the 
instructions. However, if you’re 
V* after an y th * n g that requires more 

yflj than quick reflexes, you would be 
better off looking elsewhere. 

^ you are tire< ^ of arcade 
games, then Harold Gale Associ¬ 
ates’ Micro Trivia, price £19.99, 
could be just the thing to disperse 
the mental cobwebs. 

Micro Trivia is not as graphically 

■ attractive as Domark’s Trivial 

Pursuit, being more comparable to 
the trivia machines encountered in 
pubs than anything found on a 
home micro. And, unlike Trivial 
Pursuit, its format does not en¬ 
compass different well defined 
subject areas. Instead, the game 
comes on a disk containing 1000 
so-called pot luck questions. If you 
would like to buy disks containing 
^ questions based on specialised _ 


Pac-Man, and I can’t believe 
that there is anyone left that does 
not know what it is, features a pill 
popping glutton who roams a 
ghost infested maze in his continual 
search for food. Along the 
labyrinth’s many corridors are 
located tiny pills (or dots, as 


reason I can think of for they’re called in Datasoft’s version) 
resurrecting two well that help to satiate our hero’s 
remembered, yet passe titles. appetite. 

There are much better games In addition to the normal sized 
available for the IBM PC, but if dots, there are four larger ones 
Pac-Man and Dig-Dug are your which, when eaten, allow Pac-Man 
kind of thing, then I suggest that to turn the tables on his tenacious 
you could not buy better versions assailants, the ghosts, but only for 
than those featured in Arcade a few seconds. 

Classics. The object of the game, in 














































































drum stand the evil Chozen and his 
many henchmen, all of whom are 
themselves well versed in the 
ancient art of Karate. 

f have played a great many 
martial arts games over the past 
few years, but none of them have 
quite matched up to The Karate 
Kid Part II > In my estimation it is 
even better then ‘Way Of The 
Exploding Fist’, mainly because its 
programmers have not been too 

__cample, they have 

made the animated characters that 
ates for the extravagent price of fight in the foreground a great deal 
£12.99. smaller than those in ‘Way Of The 

At the time of writing, Micro Exploding Fist’ with the result that 
Trivia was available for the Amstrad their movements appear, except 
8256/8512/6128/1512, Apricot for when walking, much more fluid 
Xen/PC/Xi, and all IBM compat- than those of their larger counter- 
ibles, but a version should be parts. 

available for the Atari ST range and Besides the fighting sequences, 
ZX Spectrum by the time you read ‘The Karate Kid Part II’ also 
this. contains two nice variations on the 

Microdeal has had a good track usual bonus screens. One of these 
record where the Atari ST is con- features a beautifully detailed full 
cerned, although some of the screen vignette of Miyagi clutching 
company’s more recent releases a pair of chopsticks in one hand, 
have given rise to the feeling that To gain extra points you have to 
its licensing policy is becoming catch a fly, that buzzes about the 
somewhat less discerning. That screen, between the attenuated 
said, The Karate Kid Part II’ re- tips of the chopsticks. As well as 
affirms MicrodeaPs position as one the obvious movement of the fly, 
of the foremost, if erratic, both Miyagi’s eyes and hand are 
suppliers of quality software for animated in such a way so as to 
the Atari ST. produce an extremely comic 

The Karate Kid Part IP is based effect, 
on the film of the same name. It In the second of the two bonus 
tells the story of Daniel LaRusso, screens, Daniel has to break a 
a young boy who becomes the number of blocks of ice with one 
protege of an old Karate master hand. Again the animation is 
called Miyagi. Having proven his excellent, this time depicting the 
ability, Daniel is sent to the Castle movement of Daniel’s arm as it 
of King Shohashi with the bespoke swings around to smash the ice. 
aim of discovering the secret of Almost as impressive as its 
the drum. Between Daniel and the graphics are the sound effects 


topics, such as history, sport, tv & f w 
radio, to name but a few, some are ambitious. For ex; 
availble from Harold Gale AssocP 


which accompany them. In the 
fighting phases these include both 
music and digitised, or at least I 
think they’re digitised, grunts and 
groans. A nice touch that I have 
not seen implemented anywhere 
else has been to output the music 
through the Atari ST’s MIDI port. 
So anyone who has a Casio CZIOI 
or similar MIDI compatible 
keyboard can listen to the music 
through it rather than the terribly 
tinny speaker of the monitor. 

Of all the many types of 
computer game on the market, 
the one I cannot abide is the flight 
simulator. So it came as something 
of a shock to discover that I 
actually liked playing the Atari ST 
version of Mirrorsoft’s Strike 
Force Harrier, a game which has 
never appealed to me in any of its 
previous incarnations. 


As you push on towards the 
enemy HQ, hostile tanks try to 
knock-out ground sites belonging 
to forces allied to yourself. Unless 
the tanks are destroyed, your 
mission is doomed to failure. After 
having dispensed with the initial 
thrust of the enemy’s surface 
forces, you must set-up a new 
ground site. That, like the others, 
will soon find itself under attack 
from tanks and so need your 
protection. In all there are 512 
different operational areas suitable 
as ground sites. 

Strike Force harrier has greater 
depth than many other flight simu¬ 
lators, though it isn’t that which I 


Strike Force Harrier places you 
right in the cockpit of a somewhat 
customised V/STOL figher. Al¬ 
though I mentioned the word 
simulator earlier, Mirrorsoft’s 
game has the added dimension of 
a proper scenario. Which is to say, 
once you have learned to handle 
the aircraft’s controls properly, 
you can embark on a preplanned 
mission to destroy the HQ of an 
unnamed enemy, situated some 
125 miles from your starting 
position. 


Harrier, on the other hand, can be 
played and enjoyed using the 
joystick and a minimum of two 
keys on the Atari’s keyboard. 

It isn’t just its playability that 
makes Strike Force Harrier such 
a good flying game, it is its graphics 
as well. The scrolling of the ground 
beneath you is fast and smooth, 
and there were times when I was 
playing it that I actually experi¬ 
enced a little motion sickness, and 
you can’t get more realistic than 
that. 
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Star Glider 
Legend of Kage 
Footballer of the Year 
Avenger 
Fire Lord 
Deep Strike 
Great Escape 
Jail Break 

Contact Sam Cruise 

Rogue Trooper 

Handball Maradona! 

City Slicker 

Double Take 

Yie Ar Kung Fu II 

Top Gun 

Stallone’s Cobra 

Scalextric 

Sky Runner 

Fair light II 

Konami’s Golf 

Super Soccer 

Donkey Kong 

Terra Cresta 

Thanatos 

Academy 

Shao-lins Road 

Uridium 

Hypaball 

Bomb Jack II 

Space Harrier 

Sold a million 1 (NEW) 
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Yie Ar Kung Fu 
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Green Beret 
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Hyper Sports 
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7.95 
9.99 
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3.50 
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3.99 
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3.99 
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4.99 
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15.95 

8.99 
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7.95 

4.99 
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2.99 
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2.99 
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2.99 
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Fist II 
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Strike Force Cobra 
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Donkey Kong 

Footballer of the Year 
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Sky Runner 
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Avenger 

Legend of Kage 

Top Gun 

Super Soccer 
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Hyper Sports 

Sold a Million III 
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Kung Fu Master 
Rambo 
Ghostbusters 

Durell Big 4 

Saboteur 
Critical Mass 
Turbo Esprit 
Combat Lynx 

Five Star 


} 
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8.95 
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6.25 
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6.99 
6.99 
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6.99 
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9.95 6.50 


9.95 6.99 


9.95 6.99 


9.95 6.99 


9.95 6.50 


Speed King Joysticks £9.95: Revs hot shot £9.95: Quickshot II £5.99 

PLEASE SEND CHEQUES MADE PAYABLE IN STERLING 
FOR OVERSEAS ORDERS. 

Please make cheque’s or postal order’s payable to Empire Software 

EMPIRE SOFTWARE DEPT CG 3 

118a Palmers Road, New Southgate, London Nil 1SL 
Postage and packing included in price. Overseas add 75p per tape 
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elcome to our on-going hi- 
score competition. All you have to 
do is send in a detailed ‘hint’ of a 
high level in the game. This serves 
two purposes — to prove your claim 
and to help other players. 

The best hints will be printed, and 
the best hint of all each month will 
receive a prize. 

Also we are going to start printing 
photographs of you, so when you 
send in a high score, as well as 
attaching your hint, you should attach 
a passport sized photograph of your 
’orrible visage, we prefer mono¬ 
chrome, but colour will do (though it 
comes out a bit blurred). If you want 
the pic returned, remember to 
include an SAE, and put your name 
on the hints as well as the back of 
the photograph. If you want the 
hints to be published then we prefer 
them typed with wide margins and 
double spaced between lines. 

All entries, as usual, to: 
Computer Gamer 
Hi-Scores 

Argus Specialist Publications 
I Golden Square 
London WIR 3AB 


Send to Hi-Scores, Computer Gamer, 
I Golden Square, London WIR 3AB. 


Full name. 


Address. 


Telephone. 
Age. 


Game. 


Score. 


Machine. 


Signed. 


Witness. 


March 1987 


| Game 

System 

Scorer 

Score I 

* Action Biker 

C64 

Richard Ewart 

258920 

S Action Biker 

Atari 

Nigel Clarke 

237462 

[j Hyper Sports 

Spectrum 

David Stein 

415980 

■ Hyper Sports 

C64 

Sigurd Winsnes 

139842 i 

E Pole Position 

Atari 

Dominic Anderson 

136650 | 

N Pole Position 

BBC 

David Brown 

123350 

U Elite 

BBC 

Robert Booth 

214748364 

3 Elite 

Electron 

Craig Burbridge 

1100476 

E Elite 

C64 

Jason Kennedy 

428957315 1 

U Elite 

Spectrum 

Barry Dyson 

431316.7 

u Who Dares Wins II 

C64 

Julian Bryant 

112550 j 

Jj Who Dares Wins II 

Spectrum 

Shaun Bowes 

410850 

R Raid Over Moscow 

C64 

Adrian Watson 

423300 

U Raid Over Moscow 

Spectrum 

Mark Henley 

672650 

U Zaxxon 

Atari 

Simon Jones 

199130 

1 Zaxxon 

C64 

Mathew Taylor 

2456200 

E Exploding Fist 

C64 

Douglas Sinclair 

417500 

H Exploding Fist 

Spectrum 

Robert McKane 

853200 

■ Exploding Fist 

Amstrad 

Chris Rasteiro 

94800 i 

% Yie Ar Kung Fu 

C64 

Jeff Barber 

20096400 | 

Jj Yie Ar Kung Fu 

Amstrad 

Robert Montgomery 

35023000 

K Yie Ar Kung Fu 

Spectrum 

Paul Mahon 

2750000 

j Yie Ar Kung Fu 

BBC 

Peter Lipscombe 

809900 

h Commando 

C64 

Steve McDonald 

9507500 

R Commando 

Spectrum 

Freyr Kolbeinsson 

17163150 

y Commando 

Amstrad 

Justin Brown 

141450 , 

3 Ram bo 

C64 

Adrian Watson 

3500100 , 

E Hunter Patrol 

C64 

John Watson 

132350 

6 Gyruss 

C64 

Christopher Brown 

374900 & 

■ Gyruss 

Atari 

Michael Cameron 

378450 i 

I The Eidolon 

Atari 

Aaron Hardwick 

19499 | 

fc Bombjack 

Spectrum 

Michael Brown 

1436230 i 

r Bombjack 

Amstrad 

Jostein Rortveit 

1275420 J 

1 Paradroid 

C64 

Rick Oberoi 

54470 

B NOMAD 

Amstrad 

Neil Fenton 

2500 1 

P Fractalus 

Atari 

Martin Craven 

220723 [ 

L Green Beret 

Spectrum 

Mark Robertson 

129800 

1 Green Beret 

C64 

Torstein Vee Haukvik 

83500 

ft Green Beret 

Amstrad 

Loucas Thomas 

7682000 

G ACE 

C64 

Ian Grimney 

16910 \ 

fi ACE 

Spectrum 

Richard Dunseith 

111550 i 

r Dragon’s Lair 

C64 

Wayne Ingold 

230098 

E Uridium 

C64 

Declan Curran 

1486290 

Y Uridium 

Spectrum 

Kurt Freeman 

135505 t 

■J Ghosts and Goblins 

C64 

Lee Markham 

501150 1 

i! Druid 

C64 

Graham Jones 

Light Master | 

fc Slamball 

C64 

Neil White 

1596310 k 

(J Alternate Reality 

Atari 

Christopher Beard 

889432(exp) J 

1 Fist II 

C64 

Stuart Cantwell 

518100 j 

f Kane 

Amstrad 

Terje Mentyjaervi 

34608 1 

f Xevious 

Spectrum 

Mike Roberts 

51860 j 

E Avenger 

Amstrad 

Mike Roberts 

36% 

1 Trailblazer 

CI 6 

Stephen Auis 

218610 

B Lightforce 

Spectrum 

Vidar Wernes 

352700 

C Ikari Warriors 

Amstrad 

Dave Harrison 

5878500 I 

b 1942 

C64 

Adrian Davies 

56100 j 
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Its easy to 
complain about 
advertisements. 
But which ones? 


Every week millions of advertisements 
appear in print, on posters or in the cinema. 

Most of them comply with the rules 
contained in the British Code of Advertising 
Practice. 

But some of them break the rules and 
warrant your complaints. 

If you’re not sure about which ones they 
are, however, drop us a line and we’ll send you 
an abridged copy of the Advertising Code. 

Then, if an advertisement bothers / 
you, you’ll be justified in bothering us. 

The Advertising Standards Authority. W 
If an advertisement is wrong,we’re here to put it right. 

ASA Ltd, Dept 2 Brook House,Torrington Place, London WC1E 7HN 


ATARI 8-BIT SOFTWARE 

TRIVIAL PURSUIT 

^ — > 1 _ 1 1 N 

cass/disk 

12.75)16.95 

/A rn l —1 

software 

ATARI ST SOFTWARE 
LEADERBOARD 

21.95 

TOMAHAWK 64k 

8.50/10.95 

LEADERBOARD TOURNAMENT 

8.50 

FIGHTER PILOT 

8.50/10.95 

BASKETBALL 2 ON 2 

21.95 

TRAILBLAZER 

8.50/12.75 

LITTLE COMPUTER PEOPLE 

29.95 

STARQUAKE 

7.95/10.95 

SPACE PILOT 

12.75 

MONTEZUMAS REVENGE 

8.50/12.75 

WORLD GAMES 

21.95 

SPY VS SPY 1 

8.50/12.75 

WINTER GAMES 

21.95 

SPY VS SPY II 

8.50/12.75 

SUPER CYCLE 

21.95 

SPY VS SPY III 

8/50/12.75 

CHAMPIONSHIP WRESTLING 

21.95 

MERCENARY COMP. 

12.75/14.95 

FLIGHT SIMULATOR II 

44.95 

JEWELS OF DARKNESS 

12.75/12.75 

PSION 3D CHESS 

21.95 

SILICON DREAMS 

12.75/12.75 

STARGLIDER 

21.95 

LASER HAWK 

6.95/8.50 

THE PAWN 

21.95 

INTER. KARATE 

5.95/10.95 

KARATE KID II 

21.95 

SOLO FLIGHT II 

8.50/12.75 

MICRO TIME CLOCK CARD 

34.95 

ATARI ACES 

8.50/N/A 

TRIVIA CHALLENGE 

16.95 

SHOOT EM UPS 

8.50/N/A 

TIME BANDIT 

26.95 

SUPER HUEY 

8.50/12.75 

PINBALL FACTORY 

21.95 

SILENT SERVICE 

N/A/12.75 

THE ANIMATOR 

26.95 

MOONMIST 

N/A/21.95 

ART DIRECTOR 

44.95 


Many other titles available. TELEPHONE (0625) 25228 
NEW TITLES AVAILABLE IMMEDIATELY ON RELEASE Established 1984 


Send cheaues/PO/ 

Access number to:- SUNARO SOFTWARE (CG) 

PO BOX 78, MACCLESFIELD, CHESHIRE, SK10 3PF 


Q 



HARDBALL 

Hardball Soft 06063/07063 (Keyboard or Joystick) 


TAPPER 

Tapper Soft 06007/07007 (Keyboard or Joystick) 



Hardball puts you in the Field as both player and 
manager with control of physical play and strategic 
decisions, testing your split second reactions and 
your planned approach to the game. 



Foryour 
CPC 6128/464 



You are the frenzied bartender trying to keep the 
never ending flow of thirsty customers well watered. 
Keep the sodas coming, but not too fast. 


Order your copies now 
at only £9.95 on tape 
and £13.95 on disc 


r Send coupon to: Marketing Dept. Amstrad Consumer Electronics Pic, Brentwood 
House, 169 Kings Road, Brentwood, Essex. CM14 4EF 

• Name . 

, Address . 


Available from good Amstrad computer stockists. Or send coupon to 
Marketing Dept, Amstrad, Brentwood House, 169 King’s Road, 
Brentwood. Essex. CM144EF. 

AMSTRAD 

Brentwood House, 169 King’s Road, Brentwood Essex. CM14 4EF. 
Tel. 0277 230222 


Post code 


Tel. No. 


HARDBALL [ 
TAPE (06063) L 

HARDBALL [ 
DISC (07063) L 


TAPPER 
TAPE (06007) 

TAPPER 
DISC (07007) 



(PLEASE DO NOT SEND ANY MONEY WITH THIS COUPON) CG/3 














































































Alligata Bites Back 

Dear Gamer, 

I must make the strongest com¬ 
plaint about your idea of a review 
of chess games in the February 
issue. 

Comparing different programs 
is very useful when the compari¬ 
sons have meaning, but I cannot 
understand why your reviewer did 
not make an effort to accurately 
inform the reader. The closing 
comment, “If you are the least bit 
serious about the game it has to 
be Colossus 4”, is downright mis¬ 
leading and stupid too. 

Why does he rely on a results 
panel printed on the packaging of 
Colussus 4? Ask CDS how these 
results were achieved. They cer¬ 
tainly were not achieved on a 
Commodore 64 versus Commo¬ 
dore 64 basis nor Spectrum versus 
Spectrum because neither version 
of Cyrus II had been released when 
the packaging for Colossus was^ 
printed. It is easy for a superior 
machine running at a much higher 
clock speed to beat a home micro 
but what does that prove? 

I am sure the overall scores are 
derived as a result of your re¬ 
viewer’s acceptance of these 
figures and not from any test he 
did. 

I suggest you try a serious 
review of each product on one 
particular computer system similar 
to the comparisons often seen in 
car magazines which list features, 
results of tests etc, then usefully 
inform your readers and help them 
reach a reasoned decision. You 
would not find What Car? com¬ 
paring a Ford Fiesta with a Vauxhall 
Carlton and deciding that Fords 
were no good. 

We have introduced a part ex¬ 
change scheme which allows a 
computer chess player who is not 
absolutely convinced of the merit 
of Cyrus to send his old game plus 
£6.95 to us, in return he receives 
a copy of Cyrus on tape or disk. 
We offer a full money refund and 
return of the tape if he is not satis¬ 
fied. To date not one person 
returning a Colossus 4 has asked 
for it back. Enough said. 

Please be more professional or 
leave chess to the magazines which 
are. 

M. J. Mahony 
Alligata Software 

OK Mike, point taken. We are 
in the process of devising a fair 
system of evaluation which will 
result in a best of ten games 
challenge and we'll publish the 
results. 

You don’t say how many people 
have taken up your generous offer 
but I'm sure someone, somewhere 
will be interested now! 


qOq Avast Me Hearties 

Dear Gamer, 

Puns about bottles of rum, buried 
treasure and wooden legs aside, 

O piracy, or copying, is a very im- 
0 .0 portant issue where the computer 

industry is concerned. 

The form that will concern 

Q © most readers is what is termed £ minutes for your game to load, 

schoolboy copying. This involves y° u don t relish finding four toanbwei iui diiumaiuic/dicuic $ ~ , 

swopping or selling copies of colours of out 10,000 dots where c ones who often bring trouble upon Q 

Q^Q games and, therefore, doing the «—i r — 

"O software house out of a sale. Little _ a 

0^0 did I realise that when I read the but as t- - 0 __ -, 

Beano and I swopped it for the work once the game is loaded they 

v qV Dandy that I was doing the same can beat the security too. J , _ 

0X0 thing. Now, although I cannot con- The pirate always has one thing Although I can see the points 

done copying, I can see the reasons on bis side — British Law. British ^ you're trying to make I'm afraid 

for it. Let me give you an example. Law is considered the best in the one link in the software chain is Q £ 

A V A If y° u ^cide to buy a shoot- world because you are innocent missing - the retailer. 

em-up you could be faced with a unt 'l proved guilty, but the law is /n the old days a prospective 
choice between Uridium, Psychas- always open to interpretation. If / customer could walk into a small, 
tria, Terra Cresta, Xevious, Light y° u buy a game and make a back- neighbourhood shop and play a Q Q 

Force, 1942 and Sanxion. Nigh on up copy, which is your right, and gam e or two before making a O^C 

Q Q 70 quid worth of games and they t ben sell your game (which is also decision on which one to buy. For 

all sound so good. So what can you y°ur right) you have not broken J many reasons this is no longer Q ** 

do? Buy one and get copies of the the law yet still have a copy of your possible in most shops that I know 

mo O rest * Not man y people’s money game. and the only resort is to compare 

stretch to buying them all. It Commercial pirates are the real game reviews from several sources 

is hard to choose, but it’s not the criminals. Well-organised criminals £( to help you make the right 

iry^t software houses’ fault if they con- who get a game, copy it, duplicate decision. 

tinue to produce excellent games the packaging and flog ’em off The copyright 'dodge' which ^ O^C 
0^0 making the choice so difficult. £ cheaply as originals from a market you outline is a little misinformed. 

O Another reason for copying is stall. They have small overheads J If you are caught using a back-up Q ^ 

price. If you spend £10 and the and high profits, knowing full well ( copy, the law will insist that you Q/^C 

0^0 g ame s no good or too easy to that they deceive customers and also produce your original master ,0^ 

complete, it could mean several that they cause the kind of losses copy. 


tape doublers, allowing tape to ful than having none. So software 

tape, and turbos. Thousands of houses are by no means as inno- 

pounds of advertising that no ^cent as they like to think, 
magazine can live without. So, for | started writing with the inten- 

software pirates it is easy. t ion of attacking schoolboy piracy Of 

Software houses have tried to and, although I cannot condone an 
stop piracy by using coded pro- ) illegal activity, I can sympathise and 
tection but after waiting eight nearly defend it in most cases. I Of* 

\ i feel the software houses have a lot 
relish finding four to answer for and that they are the 

wdt 10,000 dots where ones who often bring trouble upon O^v 

one small mistake can force you to themselves. Q O 

load it again — not a popular idea, 

but as these cartridges actually Name and address supplied 

rtnre tho aamo ic 1-hox, fa Q amer We do HOt COndone Ojl O 

any form of piracy whatsoever. 


Fed up with us telling you how it is? 
At last. Gamer readers have a 
chance to voice their opinions on 
the burning issues of today. 


wnere Lies l«of magazines that attack each ant to the magazines than produc¬ 
es The Truth 7 pother but that is a sad lesson ling truthful articles and providing 

( learned from the gutter press. If [ a service to their readers. What 
Dear Gamer, P that’s their idea of a good honest J do you think? 

\\ Why do people lie? Because being j 1 read then the best of luck to them. ^ K. Smith 

S|* truthful can be painful. Lying can Let me clarify: a person wrote East Ham, London 

\\ also be quite profitable. i a review for a magazine about a • First of all I'd like to make it 

y} We all like to hear nice things^ game. The review was quite » perfectly clear that the ‘ magazines' 
O about ourselves. The problem is W favourable but did not give the * referred to were not called Com- 
that, if we only hear good about L game a five star rating. When the puter Gamer! It's a pity that you 
Li ourselves, then we usually become $ article appeared added to it was an l weren't brave enough to name 
IJ big headed, our ego outgrows our ^ extra paragraph boosting its rating. names but such practices as you 
yi true self. What a horrible situation \ Why on earth did this happen? If f mention have been unearthed in all 
<7 to find oneself in. Why then does > the editor wanted a rosy review of J types of magazines in past years. 

the computer industry, especially f J the game why didn’t he review it * From other letters I have 
Xi the games market and the maga- K himself? ' received I know that your fears are 

zines that support it, find itself in On another occasion a person ^ shared by others but, as I cannot 
this situation? Everything we read « wrote a scathing attack on a piece | speak for other magazines, all I can 
about computer games, and com- V of software and submitted it to a ^ say is that any NUJ member worth 
panies which make them, is % < magazine. The editor agreed that ^ his salt would play no part in such 
wonderful. One could say that it’s k the software was not very good * deceit. 

all too good to be true. % and said the magazine was in the ‘ To underline our indenendent 

Why don’t we read more v process of reviewing it. But, sur- 
truths in our magazines? Perhaps ^ prise, surprise, when the review 
Vfc people just never complain about 


\ advertise with us and accept our 
Maybe the money received \ right to give a balanced and honest 

Of course the^^re 


Dear Gamer, 

I am very pleased to see you 
are now taking the wonderful MSX 
computers more seriously as 
potential games machines (since I 
own one!) - by giving us a new 
games review section in your great 


good work by reviewing more of about now. 

the games available for the MSX. Goto play a game!. 

Here are some of the games I. and Bedfordshire 

as many of my friends, would like Waresley. Bedfordshire 

to see reviewed as soon as pos- that MSX 

sible: Jail Break, from Konami; Sala- Despite l J: r s/qw an(j 

mander, also from Konami; Super stands for • prou( j 

Cycle, Winter Games, Gauntlet eXpired, there are so# . * 
a^d Cyber Run. all from US Gold, 

GrapS lblaZer ' CeTinTeTit’sipitytfta t the 

Ihope you will be to review computers manufacturers seem 
thfacp osmpc all of them are new less enthusiastic. 


Coming Soon 

Gamer’s Hints and Tips guide to 
achieving the high score you’ve 
always dreamed of reaching. Send 
your entries to Computer Gamer 
HINTS at the letters page address. 


Send your letters to: 
Talkback; Corrfputer Gamer; 
I | Golden Square, London 
i WIR 3AB. 

























Monty Mole’s back! Win a T-shirt 
and a copy of his autobiography, 
Auf Wiedersehen, Monty. 


: ’ 


_ 


— 


— 


A fter his escape from jail we 
left Monty boarding a boat 
for the continent. Now he’s 
heading across Europe to his sun- 
kissed refuge but he needs your 
help. 

With the aid of Gremlin 
Graphics, Gamer is giving you an 
opportunity to give your joystick 
some GBH and at the same time 
get your hands on some Auf 
Wiedersehen blag. 

The two cartoons may look 
the same at first glance but there 
are eight subtle differences. Make 


off with your Gremlin booty by 
correctly spotting them, circle the 
changes on cartoon B and then fill 
in the form beneath. If you are one 
of the lucky 25 winners you could 
soon be receiving a copy of the 
game and a T-shirt absolutely free! 

All entries should reach us not 
later than first post on March 31st, 
1987 and should comply with the 
rules printed on page 98 of this 
edition of Computer Gamer. 

The winners will be notified in 
the May issue of Gamer so order 
your copy today! 


Monty Mole 


Gamer March 


Name: 


Address: 


Age: . Computer owned: . 

I agree to abide by the rules of the competition, 


Signed: 



Sam £5 SulwviipUm 
la Ike Beat Gavrn Wlaqaym 


Ut T(ui4t! 


SUBSCRIPTION RATES- 


£11.90 for 12 issues U.K. Q 

£16.50 for 12 issues Overseas Surface Mail 
£52.00 for 12 issues Overseas Airmail 


Send this form with your remittance to: 

1NFONET LTD., Times House, 179 The Marlowes, 

Hemel Hempstead, Herts. HP1 IBB. S 

/// 

/ <V 

/ < s 



tj? 


///A 


*$> 


A* 


O cr 


oO° 












































































T CBM 64/APPLE/ATARI*/IBM ▼ CBM 64/APPLE/ATARI/AMIGA ▼ CBM 64/APPLE/ATARI/ST ▼ CBM 64/ APPLE/ ATARI 


STRETCH YOUR MIND AS WELL AS YOUR FINGERTIPS 



Take the next step Forward into a dimension oF 
computer entertainment where action and 
excitement take on a new meaning. From the 
world's greatest creator oF simulation soFtware 
comes an unbelievable collection oF war games. 
Fantasies and adventurous challenges. 

No longer are you restricted to the conFines oF a 
gameplan, no longer are you reliant upon the 
abilities and limitations oF a remote soFtware 
programmer For your enjoyment. Here is a 
challenge in which you take complete control, you 
make the decisions and you manipulate the 
circumstances to meet your objectives. Here you 
are the true master, your destiny is not simply in 
the speed oF your reFlexes, it's in the power oF 
your mind as well. 


wmwnsN svptppovfbHS coiuosm* 

Baltic 1985 

cnmunaR ra tit nux 


BALTIC 1985 

Can you lead the West Germans into West 
Berlin and Free it From Soviet domination 


U5AAF 

As a General in charge oF Bth and 15th 
Air Forces, plan your assaults over 90 
possible targets. PPQ 


BATTLE FOR NORMANDY 

trolling every Guide the troops during that Furious day in 

lign during June 1944 on a French Beach. D-Day 

£29.99 EI4.99IEI9.93IE24.99 

GliPOLfnQUE 

1990 


KAMPFGRUPPE 

This is a tactical game of armoured warFare 
on the Soviet Front From 194 /45. 

£29.99 


BATTLEGROUP 

The Western Front is being threatened, 
could you take control and repel an attack 

£29.99 


RDF 1985 

DeFend Saudi Arabia From attack by Soviet 
Forces using the US Rapid Deployment 
Forces. po* Ql 


BROADSIDES COLONIAL CONQUEST 

Captain an I Bth Century warship in this This Award Winning Simulation lets you 

game Return to the Swash Buckling battles Fight For World domination during the Age 

against Pirates £24 99 of lm P enallsm £24 99/£29 99 


PHANTASIE 

Transform your character From a thieF to a 
wizard while you track down the Nine Rings. 

£19.99/£24.99 


PANZER GRENADIER 

This program puts you in charge oF an elite 
regiment oF mFantry attacking Russia under 
Hitler 's direct orders P.Pl1 QQ 


GE0P0LITIQUE 

Outwit the computer in a political, 
economical and military struggle For world 
dominance 


GETTYSBURG 

The outcome to this game could change 
the course oF American History From the 
Civil War PPQ C 


WARSHIP 

Control sides during this surface naval 
warFare simulation in the Pacific during 

wwii. ppq 


E24.99 

cicrrtseorx? 

V^SSJIOR 


NORWAY I9BS 

Nato s ski inFantry try to regain Norway 
From Soviet control, can you plan the 
attack p?A ( 


PHANTASIE II 

Remove the Curse oF the Dark Lord, to do 
so. you need the Evil Orb. 

EI9.99IE24.99 


VIETNAM GERMANY !9BS 

Control the US Army through 6 historic When Superpowers' collide Nato 

Vietnamese operations. Forces must repel the Soviet invasion oF 

El 4.99/El 9.99 WBt SOTan »£f 4. 99/El 9.99 


BATTALION COMMANDER 

Command a modern armoured Battalion 
against the computers real-HFe simulation 

£14.99/£19.99 


GEMSTONE WARRIOR 

Search the deadly Netherworld For the 
magical Gemstone in this exciting action 
strategy game piq c 


COMPUTER AMBUSH 

Hand to hand combat is the only way to win 
the war in this WWII game 

£29.99 


BATTLE OF ANTIETAM 

Relive the bloodiest day in American 
History, the Rebels threaten to escape, so 
you must stop them £29 9 


M.oWi, 


mmmm 


mm pi 


FIELD OF FIRE 

Asume command oF the First InFantry and 
relive the storming oF Omaha Beach 
on D-Day 


CARRIER FORCE 

Encounter the real drama oF 4 Famous 
battles during WWII in the PaciFic A 


MECH BRIGADE 

This is the most modem armour warfare 
program which Features 70 diFFerent 
weapon types. P29 * 


RINGS OF ZILFIN 

Jiearch For the lost ring oF the Wizard ZilFin 
RVjerome Grand Master Wizard 

Mk £J9.99/£24.99 


SHARD OF SPRING 

Hunt the Sorceress For the stolen Shard and 
bring prosperity back to your island 

EI9.99IE24.99 


GEMSTONE HEALER 

Recover the healing tool and revive the 
Gemstone 's power but beware one mistake 

could be catastrophic £19.99 


E14.99/E19.99 


lOlppKR 


| CMESTKCh 
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11 


U S Gold Ltd.. Units 213 HolFord Way. HolFord. 
Birmingham BG TAX. Telephone: 021 3SG 33B8 
Telex: 3372GB 


QUESTRON% 

Defeat the Wizard 
Evil Book but beware 
deFence 


KNIGHTS OF THE DESERT 

Battle with armoured tanks against 
opposing enemies during the North 
American Campaign 1941-42 ^ 

E14.99/£19.9Wm 


ME CONST; 

•Fir imagination a/1 
zenarios. historic*! 
even Battle For th, 


.ii you sq 
.its. The rcM 
uel is in shor'in 


HJLATIONS INC 


* Available on 


FIGHTER 

COMMAND 


TIGHTER COMMAND ^ 

DeFend your country during the Battle of 
Britain using this superb strategic-level 
simulation. PPQ I 


1/VIZARDS CROWN 

■ Guide a valiant band oF Adventurers to 
recover the precious Wizards Crown. 
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It’s March, spring is in the air and 
the editor’s gone stark, raving mad! 
He’s giving away HUNDREDS of 


I he editor’s finally flipped. 
We’d seen it coming for months. 
It must be the pressure of work 
or maybe he’s come out in 
sympathy with the Mad March 
Hare — he’s decided to have a 
spring cleaning session and give 
away all his library of games! 

Considering that he’s been 
reviewing for several years, the pile 
of games on offer is incredibly 
large. One day several large card¬ 
board boxes appeared in the office. 
On inspection they were found to 
contain games for all the major 
computers: Spectrum; Commo¬ 
dore 16 and 64; Amstrad, Atari; 
MSX — they’re all here waiting to 
be claimed. 


t V. 1-Y1HAVV 

Title: MGT 

Computer: Amstrad 
Supplier: Loriciels/Activision^ 

Price: £9.95 >! 


of games have no obvious solution. The 
programmer feels he has a duty to prevent 
the player getting any further and sets up a 
ridiculous chain of events to stop the player 
solving the puzzle. 

In MGT the puzzles can be pursued 
logically, nothing is unattainable and a little 
bit of ingenuity and a good map will take 
you a long way. Your task is to guide your 
hover tank through a single level ‘castle’ 

(for want of a better word). However, 1 
entrances to rooms are at different levels 
and you have to plan your route carefully. 

Progress around the maze is via doors, 
some of which have barriers across them. 
There are keys to unlock these and lift W 
pads to take you up to different levels as 
well as iced walkways to take you around. 
However, against you are security robots, 
laser sentinels and dummy keys that will 
do you harm. 

All this combines to make an enjoyable 
and attainable game that will tax your 
mind and deductive powers and make you 
feel as if you have completed something 
worthwhile, and make you feej proud (and 
exhausted) that you finished it (I did). But 
I’m not sure why ... 


It’s sheer lunacy and we’re all 
jealous because we can’t enter the 
competition . . . but you can! All 
you have to do is guess how many 
games there are in the three 
boxes, complete the tie-breaker 
and a bundle of give-away games 
could be yours. 

It’s amazing, it’s unbelievable, 
but it’s true! Some of the biggest 
titles of the past few years are on 
offer, from companies such as US 
Gold, Hewson, Ocean, Electric 
Dreams, CRL, Durell, Llamasoft, 
Imagine, Virgin Games, Firebird, 
Rainbird, Mastertronic ... the list 
is long and illustrious. Some of the 
games are so new they’re reviewed 
in this issue of Gamer and others 
are even more spanking — they’re 
reviewed in the next issue! 

This is an offer that you can't 
refuse. But the only clues we are 
giving is that there are more than 
100 games in the pile but less than 
500. 


D isometric maze games for the 
Amstrad are rather old hat at the 
moment. Everybody and his dog thinks 
that they can produce a good game of this 
type because they are so easy to program. 
Few moving objects, no smooth scrolling to 
worry about and it need not be too fast. 
Everything is set for such games to be 
churned out by the boat load, with just 
differing graphics and a few puzzles. 

However, once in a while a reasonable 
type of game in this mould appears. What 
makes it more enjoyable than any of the i 
others? Is it graphically better? Not 
necessarily. Does it have more challenging 
problems? Probably not, you can either 
take them or leave them. Is the 
presentation more impressive? Is the 
scenario more stimulating or realistic? 4 
Probably not, but some games have just 
that little something that will separate 
them from the crowd and make them that 
much more enjoyable. It is for reasons like 
this that our X-Factor rating was devised. 
When you can’t measure it and you can’t « 
define it, what can you call it? 

MGT has this quality. There is nothing 
else that separates it from the herd of bad 
3D maze games that plague the world. It is 
slower than most, has less movement on 
the screen and has solvable puzzles. k 
Perhaps it is the puzzles that make it a 4P 
good game. A lot of puzzles in these sorts 
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March Madness 


Gamer Marchi 


Name: 


All you need do is write your 
answer on the back of your enve¬ 
lope, enclosing your entry form. 
The closing date for the competi¬ 
tion is March 31st, 1987, when the 
games will be counted and the 
winners selected. 

The prize winners will get no 
less than 20 titles and probably a 
lot more! Even we don’t know yet. 
Send your entry to March Mad¬ 
ness, Computer Gamer, ASP Ltd., 
I Golden Square, London WIR 
3AB. But make sure you read 
Gamer Rules OK on page 98 first. 


Address: 


Computer owned: . 

Number of games in the editor’s horde. 

il agree to abide by the rules of the competition 
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£15.00 for 12 issues U.K. 

£18.00 for 12 issues Overseas Surface Mail 
£61.20 for 12 issues Overseas Airmail 
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Send this form with your remittance to: 
INFONETLTD., Times House, 179 The Marlowes, 
Hemel Hempstead, Herts. HP1 IBB. 
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} Title: Classic Snooker OOOOO/ 

C - . IOOOOC 

> Computer: C64 OOOOO 

C Supplier: Anco 

r Price: £8.95 sjssf 


Snooker has always been a sport bottom, left or right spin and the 
that software houses have tried to strength of shot before scattering 
mimic, but with little success. The the balls around the table. If you 
results have been compromised get a red in, you get a chance to 
either through ball colours, the go for a colour which is highlighted 
number of balls used, or the speed by a bar so you can't get confused, 
of play. I remember one classic This system is easy to use and soon 
example in a magazine listing when you’ll; be copying the shots made 


Professional Snooker 

Simulator 

Spectrum 

Code Masters 

£1.99 


Computer: 

Supplier: 

Price: 


' 


00 
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screen shots. If you’re aiming at a 
ball (and hot a cushion) then this 
appears behind the 


^ ^ ^ ^ ^ Ite so that 

the professionals and a few screen at a budget price. you get a head-on view to judge 

tialities of your own. Despite the curious colours of the angles. This has a remarkable 

fhe computer opponents will the green and brown balls, the effect on the accuracy of your 
you a good game at a variety game features remarkably smooth shots and is more realistic than 
ivefs coded amateur, novice, or action, a new twist to controlling other systems found in lesser 
!&Sional. Be warned though, the white and a replay facility so games. 

professional level is good and you can watch your best shots (or Finally you can develop your 
itarly gets breaks of over a flukes) again! skills during a practice version 

ired leaving you as an admiring The game is actually the Spec- where you can move the balls to 
:tator. trum version of an Einstein game any position and even reset them 

action does slow down if written by Hard Software now to replay the shots. For once the 
e than three balls are moving converted for the Spectrum and cheapest game is also the best. 


the balls disappeared without being 
potted. Maybe they were stacked 
1 [ 0 ^ up on top of each other! ' | 

■ Now joystick Davies’, Whites’ 

wid Higgins’ can chalk ch.ir cues 
(at a duo of snooker stars) at a 
true snooker star 

\ •• ••< Anco’s Classic Snooker not 

I v only offers all fifteen reds and all 
the right colours on a green table 
but a choice of three computer 
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Impact 

Gameplay 
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The makers of Elektraglide and Knight Games 
bring you a chance to win their new 
supergame, Leviathan. 
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2. BARRY McGUIGAN 
WORLD CHAMPIONSHIP BOXING 


1. THE WAY OF THE TIGER 
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Leviathan 


Gamer March 


Name: 


Address: 


Computer owned: 
Number of words found: 


I agree to abide by the rules of the competition 








Star Games, 

Alpha House, 10 Carver Street, 
Sheffield SI 4FS. Tel: (0742) 753423 


CBM 64/128 


AMSTRAD 


SPECTRUM 48K 
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Hewson shy away from sci-fi to 
investigate a new sphere of interest 


T he aptly named Impossaball is 
the latest ball game to bounce 
into view. The trend JpPm 
with Gremlin’s Bounder and 
since then balls aframarbles 
have been bouncing and rolling 
from one hit *to another. Now 
Hewson has added its own brand 
of magic that inspired classics such 
ms Uridium, Quazatron and Para- 
droid to Impossaball to add extra 
bounce to a favourite format. 

This death-defying bouncing 
hero must navigate eight increas¬ 
ingly unpleasant 3D corridors full 
of ball-bursting spikes, hero-frying 
flames and punishing plasma fields. 


a tough act to follow 


The object of the game is to 
complete each corridor within a 
tight time schedule by bouncing on 
top of an increasing number of 
cylinders that are set in the ceilings 
and floors. 

Hit the first cylinder, it 
disappears and you’re closer to 
completing the first corridor with 
the misleading title "nice and 
easy’’. It certainly isn’t because the 
cylinders are all surrounded by 
spikes and guarded by patrolling 


plasma fields. 


ithe full height naturally includes an awful lot of more'than level one) but you’ve 
ease the button fire in the form of flames that almost twice as many cylinders to 
|k ; again.'Once either patrol like the plasma fields clobber. m 

■Hg&ost total or leap out of the floor or ceiling Impossaball featurei Hewson’s 
fi^K§n make to engulf an unwary player. The usual high standard graphics with 
'ant. second addition are flashing pads full 3D and perspective displays of 
able positioned under crucial hanging the ball, its shadow and th#sp|<es, 
w » v « «»«•••••• • flames, cylinders, flames and 

%%%•#%%•/•%%%*•*•%*• plasma fields in the corridors. The 
+*#*+*+* SpectrupVs colour problems re-sj 

f r» /■fn 11 orl nan ir crrirr rhp crrppn rlkhhvc nnlv 


The spikes sit on top of harm- later it’s bouncin 
less columns of various heights to of the corridor. R< 
test youFipuncing skills. Unfor- and it soon sinks l: 
tunately, tney seem tol have a in the air you hi 
magnetic draw and have attracted control of the ball 
many a ball to destruction In it land almost any' 
mid-bounce . ^ - 

The plasma fields patrol along 
sections of the corridor either on 
the floor or the ceiling and seem 
to be just in the wrong place at the 

wrong time costing you another of I 

youi#%ouf^S5££, ' 

The secrerof success naturally to bounce onto a cylinder corn- 
lies in ball control which you can pletely surrounded by spikes. How- 
practice before^ou cross the ever,:as with all the best arcade iggtsi 
starting line, thus starting the games, Impossaball is played in a 
clock. If left alone, the ball state of controlled panic, 
bounces just off the ground. By ievel Two things are even plete 
Pressing the fire button gives it tougher with the inclusion of two got a 
extra bounce until four presses more Pasties. "Playing with Fire” mon 


lo with practice you sh$ 
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IMPOSSABALL 

SPECTRUM/AMSTRAD 

HEWSON 

£8.95 


Title: 

Computer 

Supplier: 

Price: 
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Originality 

Gameplay 

X-Factor 
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It's a braw bricht 
moonlicht nicht and 
wee Nessy is aw richt, 
ye ken. MacMirrorsoft’s 
game has a loch to 
offer. 


Gordon Hamlett looks at adventure 
creators past, present and future. 


After tearing around the skies with Biggies 
and striking forcefully in a Harrier, 
Mirrorsoft are now plumbing the depths of 
Loch Ness to protect the Monster from 
alien sea creatures. 

For the challenge of the Terror of the 
Deep we plunge back to the era of Jules 
Verne and a time when strange meteorites 
were seen streaking down into Loch Ness. 
Scottish newspaper mogul, MacSwell has a 
nose for a good story and a reporter from 
the Scottish Sentinel is monitoring the 
progress of an intrepid explorer. Guess 
who. For a clue look in the Mirror! 

Reports of strange creatures rising from 
the murky depths at night and terrorising 


Title: Terror of the Deep 

Computer: Commodore 64 
Supplier: Mirrorsoft 


a home micro. Over the last four years are hoping to release a series of utilities, 

though, there have been considerable These will include a compactor that is 

advances made. reckoned to save several K of memory, a 

Moving away from adventure writers collection of different fonts and a linker 

f° r tJie moment, the state of the art parser which enables these fonts to be used 

at the moment is undoubtedly that used by without loss of memory. 

Magnetic Scrolls in their games ‘The Pawn’ One problem that the industry still has 

•V and forthcoming ‘Guild of Thieves’. to come to terms with is the price of 

Sentences such as ‘pick the pickpocket’s games released that have been written 

•V pocket with the pick axe’ can be using Quilt/GAC. Unless a product has a 

understood if anybody can actually be very special quality and is being marketed 

>"• bothered to type them in. by a big company, then it is outrageous to 

In practice, most commands can be charge more than a budget price. 

> • made perfectly comprehensible by using Compare these two examples, both 

>V four words instead of two. Typical examples from the first batch of GACed games. 

may be: kill troll with sword, give money Winter Wonderland and Apache Gold are 
• to beggar or put wand in box. Of course, at best, very average games. To charge 

you wouldn’t actually use any of these £7.95 each for them is an outright con. The 

phrases in this form, you would say ‘put games are not worth a fraction of that 

as the wand in the box’ but the parser will price. They are not a patch on games of 

tor reduce this to the four word level. the quality of The Boggit or other top 

Additional bits such as multiple commands, notch Quilled games retailing for about the 
s direct objects and possessives, are just bells same price. And when you realise that for 

and whistles - they’re nice to have but not the price of both of them, you can buy 
essential. either of the two superb Level 9 trilogies 

f to A lot of the criticism levelled against or one of the earlier Infocom adventures 

adventure writing utilities, is that all the (plus three pounds change!!) then you begin 

games tend to have the same feel about to see just how far off the mark the pricing 

them. Certainly this was (and still is to decision was. 

hies some extent) true with the early Quilled The second example is The Book of the 

games and the same accusation has also Dead. This game comes in two parts for 

been levelled against GAC products. This is half the price - four times better value. 

\e fair but t think somewhat misguided Added to which, the game is a great deal 

:h. comment. Authors are still feeling their better than either of the other two. If 

&d way with the new tools and it wifi be some Incentive want to write in justifying the 

>f time before its full potential is realised. You amounts that they charge, then Computer 

only have to compare such Quilled games Gamer will happily publish their reply. We 

as Bored of the Rings and The Very Big would also be interested to hear from 

: Cave Adventure with the earlier attempts other readers and/or adventure authors. 

It to realise how the art of writing Don’t get me wrong. If the game Is good 

adventures using such facilities has enough then f have not the slightest 

nd progressed. Authors like the St Brides objection to companies charging full price, 

tg team and Fergus McNeil use the Quill as But too many companies (and this goes for 

their basic tool, but then modify as they all types of game) are trying to make a 

see fit — different character sets, etc. quick buck out of second rate products, 

ere Already, additional programs to be used Next month we will be looking at 

aid in conjunction with GAC are planned. The PAWS in detail. First impressions suggest 

5 Essential Myth, whose game‘Book of the that it really/s a professional tool for 

by Dead’ is reviewed elsewhere in this issue, adventure writers. 


Aifventure 

‘Writing 

Sv&emD 


extraordinary craft you have to search out 
and destroy the meteorite borne monsters. 

After giving a suitable diving point to 
the captain of the surface ship, you are 
lowered into the deep waters of the loch. 
All you have to go on is the legible parts of 
an old notebook which you found on the 
floor of the bell. Very little was readable 
but the entries mentioned spores which 
attach to the stationary craft and join 
together, pods which glow before they 
hatch, the presence of evil crystals, one of 
which is the source. 

Further information gleaned from the 
book warns you not to harm Nessie 
(presumably at the request of the Scottish 
Tourist Board, what else has Scotland got 
to offer?). You are also informed that the 
fish in the Loch swim away from the 
crystals. 

The control panel is very easy to 
operate and I found that keyboard control 
is preferable to joystick because it offers 
greater accuracy. All fourteen controls are 
operated by an animated hand which adds 
interest to the game (I’m easily amused). 

Apart from the necessary controls for 
depth and movement, you also have to 
manually pump air down occasionally and 


keep cranking the generator to produce 
power from a seaweed and water 
combination. 

As you wander through the dark waters 
of the loch you can pivot smoothly around 
to look in every direction. For the 
technically minded, this is achieved by 
switching back and forth from hi-res to V 
defined characters and back again. You also 
have a klaxon which can be sounded to 
gain fresh supplies of fuel or spears as the 
need arises. 

Despite a slight slowness in gameplay, 
this is a fairly addictive package and you 
soon learn how to keep in the thick of the 
action. The graphics are a lot more 
complex than they at first appear to be and 
the music is thankfully relegated to the 
news reports which inform you of your 
progress at the end of the game. 
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locals could be the result of a dram too 
many, but it’s true. 

Your task has been inherited from an 
eccentric old engineer who has bequeathed 
his diving bell to you. Using this 
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Impact 


85% 

1 "*• 1 

Originality 


90% 


Gameplay 


70% 


X-Factor 


75% 


OVERALL 
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With our new look we 
have decided on a 
radical new marking 


_--- 

system of software 
evaluation but an 
explanation of the 
will claril 


-Ojf' n Z beUeve 8 this Segor.es will clarify 

r beth^detuive - 


The scoreline is the reviewer s 
considered opinion of how 
entertaining a program 
reflected in the overall percentage 
^ derived from the four categories. 

IMPACT relates to the audio- 
visual appeal of arcade style games 
hut u also to do with tne 

atmosphere and presentation of a 

text-only adventure. It includes all 
oTthe elements of the game from 
sound and graphics to the quality of 
the packaging and the clarity 

lnS Som^'mes require very litde 

explanation but other games need a 
weighty tome of instructions. Woe 
betide the simple game which 
overdoses on bumph or the comple 
concept which skimps on textual 
detail. 
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;Title: 

> Machine: 
Supplier: 
Price: 


The Inheritance’ 
Spectrum ' 

Infogrames \ 

£9.95 


"" ^xvxvvwwwS 

Originally written in France for the 
Amstrad, The Inheritance is sub¬ 
titled Panic in Las Vegas. Your aunt 
has died and you stand to inherit 
a fortune providing you manage to 
overcome one slight problem. You 
have to emulate a feat that your 
aunt achieved some thirty years 
ago, namely win a million dollars 
in a single night in Las Vegas. 

Before you can start placing 
bets all over the place, you must 
first get to Las Vegas and this is no 
easy matter. To start with, every¬ 
one in your block of flats seems 
to known about your impending 
good fortune and is determined to 
claim back what you have acquired 
from them in the preceding 
months. Should you get out of the 
flats, you must then successfully 
catch your flight, avoiding such 
minor hazards as the odd hijacker 
or two. Only then can you con¬ 
centrate on building up your capital 
starting with only the $200 that 
your aunt left you. The three 
games to try your hand at are 
Jackpot, a slot machine variant, 

Boule, which is a form of mini¬ 
roulette and Craps, which is a dice 
game. 

The game is controlled using 
the cursor control keys — there 
are no redefine or joystick 
options. Starting off in your flat, „ „ ^ ^ . 

* ‘ ‘ Contact Sam Cruise; 

Computer: Spectrum > 

P4 P .S'^r“*S°"Sj Su PP lier: Microsphere > 

other occupants start to accost /Price: £7.95 > 

you, demanding that you return 

what is theirs. You only have a • • * * 


small amount of time to open your 
case and give up the appropriate 
item, otherwise you are sent back 
to your flat. One annoying feature 
is that if you turn round to return 
to your flat, the character re¬ 
appears in front of you and asks 
you exactly the same question, 
wasting more of your valuable 
time. 

The first part of the game is 
just a case of finding the right 
object for the right person. These 
involve certain stereotypes. For 
example, the black guy with the 
big rubbery lips has to be given the 
trumpet, and so on. 

I can’t say that Inheritance 
really appealed to me at all. The 
gameplay is frustrating and tedious 
and simply a matter of going 
through all the various alternatives. 
The cartoon style graphics are 
reasonable but the gameplay jtself 
is woefully lacking. 
r %\\\\ 
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Originality 
Impact 
Gameplay 
X-Factor 
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60% 


60% 


35%^ 


35%S 


48%*y 
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It was just another day at the Sam Cruise 
detective agency when the phone rang and 
some dame wanted to meet me at the top 
floor of the Royale Hotel. Now I ain’t exactly 
overburdened with dollars so I agreed. Little 
did I know that there’d be cops crawling all 
over the place and I ain’t their favourite 
person. 

So I switch to one of my disguises and 
escape only to be caught by the mob, dropped 
off a building and robbed! Take my advice kid, 
don’t become a private detective, it’ll break 
your heart and you have to put up with all 
those private dick jokes! 

I was asked to check out this new game 
from Microsphere — you know the people who 
did Back to Skool — which stars me, a 
crummy private detective in a crummy town. 

The streets are full of garbage, the cops 
and the mob, all of whom are out to get me. 
All I want to do is find out who croaked the 
man in the hotel and who’s this Fat Man 
everyone’s on about. What’s going on in 
number 19? 

The only lead is the phone call telling you 
to go to the top floor of the Hotel Royale. 
There you find a body and receive another 
phone call that leads you to a key, the Fat 
Man, probably prison and maybe the odd flight 
off a tall building, unless the snipers trying to 
gun you down get you first. 

By moving around the city (it’s a good idea 
to keep moving) and breaking into the odd 


building you’ll gradually get on the trail that 
may finally lead to the solution of the case of 
the Bali Budgie. To succeed you will have to 
learn which of your eight disguises to use at 
the right time to get you into the mobs 
meetings and keep you out of jail. 

Unfortunately, you need bucks to keep 
going, which you can earn from clients fees 
during the game or by catching the money 
that still blows in the wind after a bank 
robbery that went badly wrong. Run out of 
money and you run out of game. 

An excellent game featuring superb 
graphics and an incredible atmosphere that 
drives you back again and again until you 
finally solve the mystery. 
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Another 3D isometric maze game pl|H' 

for the Amstrad. 

You play the part of a robot 
sent down to a deserted colony I ' - 

planet to find out why the popu- 1 

lation has died out. You can also HHHHHHHHHHHHi 
re-program robots that you find on The ‘language’ is a plain English 
the planet to perform tasks that variant of Turtle/Logo. Commands 
would be too hazardous for you deal with movement and simple 


Definitely a game for the player 


• Title: Bactron < 

« ( 

’• Computer: Amstrad , 

’«Supplier: Activision/Loriciels \ 

•I Price: £9.99 f 
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•'Title: 


Scalextric 
/Computer: Spectrum 
/Supplier: Leisure Genius 

£9.95 


••Price: 


Everyone must have either owned 
or played with a Scalextric set at 
sometime in their lives. Conse¬ 
quently, it’s hardly surprising that 
the world’s best known slot car 
system is now a computer game. 

The advantage of computerised 
Scalextric is that you have an 
almost unlimited supply of 
straights, bends and chicanes that 
you can set out without taking 
over the whole house. Once 
you’ve designed your track you can 
save it on tape or race it straight 
away. 


important speedometers. You can 
reach a top speed of 240 mph on 
the straight but you’ll have to slow 
down for the corners and the 
chicanes or risk spinning off. 

You can bump and push the 
other car to get into position but 
blatant ramming usually means that 
the race quite literally goes up in 
flames. 

Add to that lot seven Formula 
One circuits to practice your 
driving skills and the result is an 
enjoyable and versatile racing 
game. AH 


The races feature a split screen 
display showing each driver’s car, « SCORELINE 
the track and some background • 
scenery as the drivers hurtle • Impact 
around the track. Small circuit dia- < Originality 
grams at the bottom of the screen • Gameplay 
keep track of the stats of the race « X-Factor 
and alongside them are the all- « 

OVERALL 

• • • • • 


80% 

35% 

85%. 

75% 


69%;' 
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Title: 


Sky Runner 
* Computer: C64 
^Supplier: Cascade Games 

^ Price: £9.95/£l2.95 cass/diskS 

^ v x VWWWWWWW^ 
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JTitle: X-29 Fighter Mission^ 

s Computer: C64 S 

^Supplier: Midas S 

> Price: £2.99 ^ 


It took well into the twenty-fourth 
century before hard drugs were 
finally eliminated from the Earth. 
Colonisation of other worlds was 
taking place at this time and a 
period of economic expansion was 
expected. It didn’t happen. Crime 
flourished on a grand scale and 
traditional methods of putting it 
down failed miserably. Some 
governments started to introduce 
control drugs to the population via 
the water supply. These so 
numbed the mind that although 
crime was effectively reduced, so 
was production as the workforce 
became apathetic. 

The problems really started to 
arise when a colony of Vega 3 — 
Naibmoloc (it works better back¬ 
wards) was found to have huge 
resources of the control drug Sky. 
The advantage with Sky was that 
there was no apathetic side effects. 
Sky Runners started to harvest and 
smuggle the drug in huge quan¬ 
tities. The governments who still 
opposed the use of drugs in any 
form set up a group of agents — 
Runner Squad was set up and this 
is where you come in. 

Recruited to Runner Squad 


The game is in three sections. 
In part one, you fly a skimmer 
through the trees trying to take 
out the defence towers that are 
the first line of defence. You only 
have one skimmer, but can buy 
extra fuel and missiles if necessary. 
Take out enough towers and you 
are allowed to land three Skybikers 
in the forest. Here, a high speed 
battle takes place as you dodge 
through the trees trying to elimin¬ 
ate the enemy at the same time 
as making sure that you don’t 
accidentally shoot other friendly 
bikers. The final part is involved 
with the actual destruction of the 
Sky harvesters themselves. Then 
it’s on to the next eight levels, the 
final one taking place in pitch 
darkness. 

This is an excellent idea, well 
implemented with some superb 
3D graphics but the gameplay itself 
is very limited and once you have 
got past the initial thrill, tedium 
quickly sets in. GRH 


Fly a computer controlled, 
machine gun firing jet fighter 
through hostile airspace and 
destroy an invisible enemy base — 
this is all you have to do in this cut- 
price combat flight simulator. 

The base is hidden from view 
by a cloaking device powered by 
ten beacons that you must blast on 
your way to the base. However, 
this isn’t easy as you’re under 
constant attack from missile firing 
helicopters and enemy aircraft that 
track your every move. Although 
these obligingly fly right in front of 
you they are remarkably difficult 
to hit and usually take several hits 
to destroy. 

The action takes place on a 
Skyfox style screen, where the 
scrolling horizon is sandwiched 


between clouds above and rocks 
below. They hurtle through the 
screen and past you. 

Although the annoying aspects 
of flight simultors have been 
omitted from the game — you just 
steer left/right/up/down and can’t 
even control the speed — you are 
left with a game that’s too simple 
and is just a shadow of games like 
Skyfox, Strike Force Harrier and 
Ace of Aces. 


1 usually complain that flight 
sims are too complex, this one’s 

too simple! 

^ ^ ^ ^ 'V. 
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Sc 


you must destroy as much of the ^ fmpact*^ 
drug plantations as possible. Huge V G^eplay 
bonuses are paid for success but ^ X-Factor 
as the profits from Sky are also^ 
enormous, you can expect some\ 
hefty opposition; ^ 


From the country that brought 
you Grafton and Xunk (France) 
comes yet another 3D isometric 
maze game for the Amstrad. 

Loriciels seem to think that 
there is an inexhaustable market 
for mediocre maze games, perhaps 
there is, there must be in France 
or half the French software 
industry would have gone bust by 
now because that’s all they ever 
seem to produce. This game is one 
of two that Loriciels are releasing 
through Activision and is by far the 
lesser of the pair. 

The plot of the game is that 
you play an antibiotic creature in 
your own body. However, you are 
dying and must move the creature 
around activating various enzymes 
in order to cure yourself. Of 
course the disease fights back and 
your creature or the patient can 
die. 

The format of the game is 
identical to all other 3D isometric 
games ever written for the 
Amstrad after Grafton and Xunk*, 
(by Ere Informatique) came out.* 
The usual diamond floor covered * 
with multi-coloured objects fills* 
the screen with status information * 


filling in the gaps around the edges 
of the diamond. 

The graphics are adequate and 
the problems (such as they are) are 
to the standard which is to be 
expected. The animated character 
of the creature (or Bactron as it 
is called) is very well done though, 
and wanders around the screen in 
a most realistic manner, though it 
is a bit disconcerting that you have 
to actually turn it around rather 
than just pulling the joystick back. 
This will just make him walk 
backwards. 

I managed to stay awake to play 
the game though various stages 
until I was finally overcome by 
abject boredom. I can only 
recommend Bactron to the 
dedicated fan of this form of game. 
Any my conclusions for Bactron 
are the same as for Palitron except 
that this game doesn’t even have 
the spark of originality that makes 
Palitron slightly different. MDR 


who is an addict for this sort of 
game, the average player has prob¬ 
ably already got a game of this type 
and after one or two of these 
games have been added to a col¬ 
lection there is little need for 
another one. MDR 
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• Title: Panic Penguin * 

’•Computer: Commodore Cl6 * 

^Supplier: Midas * 

•I Price: £7.95 • 

.. •-•av.v.V.V»%%Y 

Based on the old arcade favourite the display reads zero that you can 
Pengo this game features Percy progress to the next stage. 
Penguin on the run from a bunch Bonuses are awarded if you 
of unpleasant penguin hungry snow manage to defeat the monsters 
monsters. The monsters have within 60 seconds but you can also 
chased Percy back to his garden, progress to the next stage by 
You must prevent Percy from being surviving attack for two minutes, 
eaten and, at the same time, pro- If you manage to arrange the dia- 
tect three priceless diamonds, also monds in a straight row then you 
in the garden. get a bigger bonus but this is not 

The screen is filled with large as easy as it seems, 
melting ice blocks to be used to Panic Penguin is rather slow and 
crush the furry fiends. The top of the graphics tend to flicker but it 
the screen displays the number of is by no means a bad game and well 
monsters on your trail and when- worth a go. 
ever one is crushed the number is SK 

reduced. However, the monsters * imc. 

do not disappear altogether but • o 

quickly re-materialise, so don’t be ,• Impact 60% 

fooled into thinking you’ve mas- ,• Originality 65% 

tered the game by simply crushing ,• Gameplay 40% 

the snow monsters. It is only when X-Factor 55 % 


>*Price: £7.95/£l2.94 (tape/disk). 

- % 

H igh marks for originality to so try it with joysticks. If the 
Tynesoft — after a flood of computer is your opponent you 
kung fu games this is the first are not forgiven an/ mistakes, so 
game featuring an even more practise is important, 
obvious fighing art, boxing. This The graphics are excellent — 
may be the start of a rush — large, smoothly moving figures that 
there’s at leasf one other boxing respond well, and there is humour 
game, from Superior, currently apparent both in the style of the 
under development — but Tyne- graphics and the names chosen. If 
soft score by being first and setting you win, you’re provided with a 
a high standard. password that allows access to 

Programmer Stephen Ruddy higher levels next time you play, 
has come up with an excellent This is perhaps not an instant 
game. Not only is it a fun, exciting classic and I found the introductory 
boxing simulation, featuring your- screens a little tiresome if I wanted 
self versus the computer or a to play the same opponent again, 
friend, but it is also an excellent However, this is a minor complaint 
game editor which allows you to and the game is both friendly and 
change the fighters or add new playable. 

ones. A welcome touch that it An excellent start to the year 
would be nice to see on a lot more for Tynesoft with yet another hit 
games. in a seemingly endless series of 

The game involves beating a great sports simulations. It’s hard 
succession of eight challengers, to think what extra a boxing game 
each with different strengths and could include that isn’t included in 
weaknesses which you discover this one. Lots of entertainment 
from the introductory screens, and the addition of an editor make 
Some, for instance, are strong on this a priority purchase for 
left arm punches to the head, BBC/Electron owners, 
others vulnerable in the body and 

__ „ m • • m * • • - 

so on. • a^ir 


; Title: Erebus ' 

N Computer: Commodore 64 \ 

^Supplier: Virgin S 

> Price: £8.95 X 


( Title: Yie Ar Kung Fu II 

Computer: BBC 
^(Supplier: Image 

Price: £8.95 


!oard sTitle: Chart Challenge v 

J Computer: BBC/Electron ^ 
JJ* ''Supplier: Outlook Enerprises^ 

B fhe S f Hce^ ^ xxlvlxVXXVXVX^ 

well- ■^■here have been BBC quiz — about two minutes on disk for 
e but I programs before of course —• the BBC and I dread to think how 
to be I notably Domark’s Trivial long tape users will have to 
Pursuit. This, however, is rather wait. . . 

DR different. On a series of five tapes, The wait is worth it, though. 
or t ^ ree disks, 60,000 questions The quizes are exceptionally good 
-covering the last 30 years of pop and the lack of sound, even in a 
W music have been compiled. For musical quiz, is not a nuisance. I 
75% [trivia addicts that is a database of was hooked and, there being so 
70% Some 720K! many questions, have not yet 

75% C The questions are arranged come across any repeats. Even if 
80 % ^ into five simple games: a trivia quiz; they do repeat, some are so 
p 0/ b a musical hangman game; a general obscure I doubt I could remember 
J^®£quiz — with extra clues to help the answers anyway. 

you if you’re stuck — and a quiz I don’t think there will be many 
S on connections between songs or impulse buys at this price however. 




■| as collecting a BIG box for serving of Hacker II — first there is H 

the meal, or putting a hamburger bewilderment, then interest, as 

] Vwo designers have come up on the hotplate is then carried out you discover what you can and 
[ I with an idea to fully automate automatically. The various food- can’t do, but neither game has 1 

; I fast food restaurants and are stuffs are selected from a menu lasting appeal. 

£ trying to sell the idea to the and can be stored — up to four L'JAY.-*v\> 

^president of BIG (best in gastro- ingredients — in Floyd’s internal ^crORFLINE S 

nomy) restaurants — the largest fridge. Items have to be cooked ,.3Wvl\CUiit * 

} chain in the world. The idea is to for a certain length of time other- ^Impact 65% * 

[ develop a complete robot kitchen wise they spoil and have to be ^Originality 90% ^ 

\but, as the prototype is too thrown away. tGameplay 55% Jf. 

■X ?X-Factor 40% 

__ £ ^OVERALL ^63%Jr 


The BIG Deal 
Commodore 64 
Radarsoft 
£9.95 cass, 
£14.95 disk 


S Title: 

’Computer 

^Supplier: 

•2 Price: 
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anyone to die from a light bulb 
falling on their heads! 

Shooting out lightbulbs seems 
to make every other light in the 
building go out so the guards get 
a bit confused and you get more 
points if you kill them in the dark. 

The game's graphics are 
mediocre, like the game. Levels 
increase in difficulty, but not in 
complexity, and the sound is 
almost non-existent. The game is, 
in fact, exceedingly boring. 

Surely Quicksitva could have 
picked a better game for their first 
coin-op conversion. Perhaps they 
got the license cheap... 


Even Quicksilva is getting in on the 
coin-op licensing scene with a 
natty little number from Taito — 
remember the company that 
produced that little known game 
Space Invaders. This game 
compares well to Space Invaders 
on quality, but is not as significant. 

The plot concerns a secret 
agent who has to steal a number 
of secret plans from an office 
block. The plans are hidden behind 
red doors and our hero has to 
travel around the office block 
picking up all the plans and then to 
get away using a car waiting at 
ground level — the agent lands on 
the roof and makes his way down 
the building by lifts. 


Worse follows. One of your 
competitors is in front and his van 
doors are open and spilling out a 
stream of cogs and tacks which will 
do all sorts of damage to your van 


^ SCORELINE 

^Impact 
^ Originality 
X Game play 
A X-Factor 

I OVERALL 










/Title: Bounder/Planet Search 

'•Computer: Commodore Cl6 
% Supplier: Gremlin Graphics 

% Price: £6.95 




* • • • • 


Two very good games on offer for 
the price of one: Gremlin’s 
Bounder and Planet Search. 

Bounder is a great little game 
where you control a huge tennis 
ball (bounder) bounding around a 
screen of hexagonal slabs until you 
reach goal. Blocking your route to 
goal are vast mountain ranges that 
must be avoided at all costs. The 
hexagonal slabs all serve different 
purposes. The mystery slabs, iden¬ 
tified by a question mark, can be 
very useful when collecting 
bonuses, but don’t be misled — 
several of them are bombs! 

Other problems are exocet 
missiles and kamikaze stickits that 
hurl themselves at you and require 
quick reactions and careful route 
planning to be avoided. When the 
goal is reached a bonus screen 
appears and you have to bounce on 


players occupied for quite some 
time. 

The second game, Planet 
Search, places you eight planets 
away from home. The inhabitants 
of the eight planets in your way are 
intent on not letting you return 
home so you have to battle your 
way through. Shoot down the 
aliens, collect their eggs and, after 
wiping out a certain number, 
prepare to enter the space warp 
tunnel. This gives access to the 
next planet but you must avoid 
contact with the walls if you are 
to enter this next stage. 

Both games offer excellent 
value for money and the package 
is well worth the price. 

- SK 
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s Title: Wibstars 

•Computer: Spectrum and 


.9 

^Supplier: 


n Price: 




Commodore 64 ^ 
A’n’F S 

£7.95 ^ 
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all 


Impact 


the question marks to earn a big > Originality 

hnniK * _i_.. 


85% 

score bonus. »Gameplay 70% 

Bounder is a super game and* x-Factor 75% 

one that will keep Cl6 game* 


^ ^ ********** 


^Title: 


Elevator Action 


'Computer: Amstrad 
/Supplier: Quicksilva 


^ Price: £8.95 

“ fir * * * * * S * * A. 


i Deciding to set up in business on 
i your own, you borrow a couple of 
i hundred quid from your dad and 
p spend the lot on a delivery van and 
% some computer games. The idea 
78% ^ is to set up a distribution network 
— collecting the games from the 
wholesaler’s warehouse and then 
selling them to the local shops for 
what you hope will be a handsome 
profit. Naturally, things do not 
turn out to be quite as easy as you 
thought they’d be and you have to 
work hard to stay in business. 

The game starts at the 
warehouse and you must decide 
which components you are going 
to stock your van with — casset¬ 
tes, disks or computers. You start 
off with £200 to spend. Hopping 
into your van, you collect the 
goods as the delivery boys throw 
them down four different chutes. 
You can only assume that they have 
all eaten three shredded wheat for 
breakfast judging from the speed 
at which they appear. You drive off 
with heaps of now broken cassette 
cases. 


if you run over them. The pound 
signs start to mount in the minus 
column. On the plus side though, 
he is also spilling various disks etc 
which you can collect if you drive 
over them. 

Once at the shop, you have to 
actually deliver the goods by over¬ 
coming a system of lifts and 
conveyor belts and power driven 
boxing gloves and bombs in a 
derivative of a platform game. 

At first, the whole thing seems 
impossible until you realise how to 
get your goods through the door 
in the top of the screen. The main 
problem is to avoid getting your 
goods crushed by the falling lift. 

If you are in credit when all 
your bills have been paid, you stay 
in business. Fail and it’s the bank¬ 
ruptcy court and the game is over. 

Wibstars is actually a collection 
of three mini games. None of 
them are very good and the sum 
total is little better. Poor graphics, 
poor gameplay and no lasting 
appeal mean this is one to avoid. 

GH 


Occasionally you have to use r sCORELINE 
stairs too, to get around block- ^ 
ages. This sounds easy and it is. But/ ^P ac 
there are enemy agents wandering / Jx n 8 ,na 1 Y 
around the building that shoot at / ^ m epiay 
you and you have to jump or duck^ x '- 
their bullets and either shoot or^ OVERALL 
karate kick them back. A high- ****** s * 
scoring alternative way of killing 
them is to shoot out a light bulb 
above their heads so that it falls on 8H 
them. Though I’ve never known 


50% 



COMMOOORi 


character that lives a life of his own 
that you can influence. The idea is 
to keep him happy and alive, other 


> a have an individual LCP that nobody 
CP else has — there are enough 
: in. variable parameters to ensure that 
< it everybody has a slightly different 
and character. 

len What happens then is largely up 
to you. There are various things 
.CP that you can do to the character 
and and various things that he can do 
^ou to you. Direct controls involve 


Title: Sunstar 

Computer: C64 
Supplier: CRL 

Price: £9.95 


Charging around an energy grid at 
top speed is the way of life for a 
Sunstar pilot. Trained by the 
Xxarion Star Corporation, your 
mission is to reap the energy from 
the solar grids while avoiding the 
disruptive energy pulses. 

Your task is made more difficult 
as you must fight for the energy 
by chasing white pulses around the 
maze from energy sapping obstruc¬ 
tion pulses and the blue grid wall. 
Hit a white pulse on target and it 
teleports, leaving a high speed 
green energy pulse. Catch this 
before it runs out of energy and 
you’re in business with only nine 
more to collect to complete the 
grid. 

Controlling a Sunstar at break¬ 
neck speed isn’t the easiest task in 
the world and will be some time 
before you can even steer it 
around the grid, never mind chase 
and trap crystals. 

The action is accompanied by 
adrenalin inducing sound effects 
that distract you from the short 
and long range maps and keep your 
eyes glued to the top half of the 
screen and the 3D front view. 


Turn the volume up loud and ■ 
get those crystals! AH !| 

_ —- • -m i _r r «- 

, SCORELINE 

4 I 

£ Originality 
r Impact 
£ Gameplay 

Z X-Factor 

r* 

85%? | 
85%r I 
85%5 I 

80%?, I 

Y, OVERALL _ 

85 %s 


This game came out on the Com¬ 
modore 64 some years ago and it 
is difficult to understand the delay 
in converting it onto the Amstrad. 

The idea behind the game 
concerns a little man living inside 
your computer — if there are only 
little men, how come they don’t 
die out? The game provides a 
‘house on a disk’ that the LCP 
(little computer person) can live in. 
When you first insert the disk it 
takes a note of your name and 
creates your LCP who will then 
take residence in your house! 

The characteristics of the LCP 
are decided by the computer and 
written onto disk. This means you 


record player or via the little 
person himself bashing away on the 
keyboard. 

If you or the LCP gets bored 
with all this he can turn to card 
games, either ‘card war’ (a very 
simple game), poker (I’m sure he 
cheats), or anagrams. 

You get the idea? A little 


Little Computer People * 
/Computer: Amstrad CPC * 

/Supplier: Activision * 

£14.95 (disk) > 


»•< Price: 

- ^ » & -m.. d 


• • • *. 
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leaving him food, dog food (yes, he 
has a dog), water, and LPs for his 
record player. You can also pat him 
and get him to use the telephone! 

As well as this you can type in 
adventure-type commands to get 
him to use his various facilities. 
These include; a TV, a piano, a 
record player, a computer and a 
box of games, and he also writes 
you a letter. 

When he writes a letter he 
gets out a piece of paper, inserts 
it in a typewriter and types away 
(one small point Activision, the 
carriage on the typewriter goes 
the wrong way!). All this appears 
on the top of the screen. 

The music is stored on disk and 
can be played either through a 


Llldll LIldL UICIC Id IIIUC IU (l. 

This is not a game, more of a 
pastime. After the first few times 
it gets rather boring. The novelty 
soon wears off and it ends up in 
that section of your games collec¬ 
tion used to amuse non-computer 
people or relatives who say, “yes, 
but what can it do?’’. £15 is a lot 
to pay for a program like this. I’d 
probably even complain at £2. 
Also, because of the concept, the 
game can only be run on a disk 
machine too. 

GH 
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Gameplay 
« X-Factor 
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All £9.95 


Spectrum in October, Amstrad in Movember, Commodore 64 in December 


Sales dept., 

Castle Lodge, Castle Green, 
Taunton, Somerset TA1 4AB 

England Telephone ( 0823 ) 54489 & 54029 


e getting harder 



4 Smash hit games in one pack - Only £9.95 
available on Spectrum, Commodore 64 & Amstrad 


DURELL sales dept., 

Castle Lodge, Castle Green, Taunton, Somerset, TA1 4AB, England 

Telephone (0823) 54489 & 54029 


(qJlJJ 

-v—^ 

P; 

SO 


c 

v’ > 

p 

ift 




























0 0 


' o o c 

' D 

Cj 

!| )oc 

) C 

1' Op 


f )OC 

) C 

' DO 

0. 

; 1 >oc 

) c 

I 1 0 

o 

1 ) 0 c 

/ 

' o 

0 

' 3 0 c 

) c 

' 00 

0 

! 1 ) 0 C 

> C 

'i DO 

0 

■ ) o r 


j 0 x 



: W SJ Sa 

;_) 0 o 
ooc 
) 0 0 
ooc 

D O 0 

O (') f 


vO,, 


Title: I Oth Frame 

* Computer: Commodore 64 
Supplier: US Gold 

Price: £9.99 (cass) £14.99 


(disk) 


JT JT JT JT .sr -~ 


hen ten-pin bowling mad¬ 
ness gripped Britain in the 
early Sixties, it resulted in 
companies like Brunswick 
opening pin palaces all over 
the country. Here devotees could 
swap their normal footwear for 
soft-soled bowling shoes and enter 
the hallowed halls of the Bowling 
Alley. Today, many of the Bowls 
have been converted into Bingo 
Halls, supermarkets or Snooker 
Clubs but if Britain follows the 
American revivalist movement, this 
trend could be reversed. 

Riding along on the crest of the 
craze comes US Gold’s latest 
import by Access Software, I Oth 
Frame. This professional bowling 
simulator has many of the skill 
features of the real game and the 
sound and animation are incredibly 
realistic. 

When I was younger I used to 
hang about the local Bowl as an un¬ 
official freelance scorer. Unsus¬ 
pecting newcomers to the alleys 
would hire my services for a drink 
or, onagood day a free game. This 
Iwas a profitable phase of may mis¬ 
spent youth because, although the 
game was relatively easy to play, 


triangle of skittles. Although 
several lanes are shown, only one 
is used and I feel that the wasted 
space could have been better used 
for displaying the scoresheet. 

Each match consists of ten 
frames (hence the name) and each 
frame allows the player two balls 
to demolish the triangle. Success¬ 
fully scattering all the pins with the 
first ball is called a strike and using 
two balls to the same effect is 
called a spare. These both affect 
the score according to complex 
rules governed by the next ball or 
frame but with automatic scoring 
these details needn’t bother us 
here. 

As your bowler appears, you 
first of all set the speed and then 
the amount of hook on the ball. 
This is done by using thermometer 
gauges displayed at the side of the 
screen. As the speed bar increases 
into the speed zone you press the . 
fire button. Next, the hook bar 
starts to increase and is similarly 
set to create the effect you need 
for a maximum score. Each factor 
relates to the other; the greater 
the speed, the less hook will be 
achieved. The perfect shot is a 


■ i . 


US Gold are bowled over with the 
sporting craze of the Sixties, but 
will it be the computer craze of the 
Eighties? 


the scoring system was wicked. 
I Oth Frame overcomes this prob¬ 
lem by automatically keeping score 
for up to eight individual players or 
two teams of four. 

The screen display shows a row 
of alleys viewed from the spec¬ 
tators’ gallery behind the player, 
looking towards the automatic pin 
setters and their .corresponding 


medium speed ball which hooks 
moderately between the I and 3 
pins to score a strike. 

As the player takes his perfectly 
animated approach, the ball 
rumbles down the lane and 
scatters the pins with a realistic 
clatter. Down comes the auto¬ 
matic pin setter which lights up an 
indicator board above the lane to 
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show which pins remain standing 
and the rake sweeps down and 
back to remove any fallen skittles. 

If a strike has been scored, all 
the pins are reset for the next 
player. If not, the remaining pins 
are lowered by the setter ready for 
the second ball. At this point in the 
real game your bowl is sent 
whizzing back along a special shute 
but this little refinement is missing 
from the game. It may be a minor 
point but considering the detail 
included in the rest of the game it 
would add to the realism. More 
importantly, the game would be 
improved if a third press of the fire 
button was required to release the 
ball and some method of joystick 
wa §gli n g was required to time your 
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approach to the foul line. In an 
actual game of ten-pin these are 
crucial factors and just as 
important as speed and hook. 

After each frame the current 
player’s score sheet is dropped in 
at the top of the screen and up¬ 
dated. When all the players have 
bowled, the full sheet is displayed 
in place of the screen display. 

Visually and aurally the game is 
superb but the lack of gameplay 
could make it a little bit tedious 
after a while unless you’re really 
into ten-pin bowling. Personally, I 
welcome a new computer sport 
but I feel that it is more apt for 
the cheaper Americana label than 
as a full price game. 


o, 


SCORELINE 

H Impact 
i Originality 
jGameplay 
j X-Factor 

'OVERALL 


98% 

85% 

60% 

70% 


78°/* 
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Other considerations also The game features twelve running down the side of the road. 
>me into play, a taller screen selectable tracks — the major Control is handled properly and 
lows the programmer to put Grand Prix circuits from 12 coun- when you make a manoeuvre your 
atus areas at the top or bottom tries and four or five computer bike will stick to it, so when you 
the screen without making the controlled opponent bikes. The hit a corner at a particular angle 
pect too extreme. In this case, graphics are in the Amstrad’s 16 your biker will stick to it rather 
le bottom of each player’s colour low-resolution mode which than having to lean on your joy- 
indow is reserved for the instru- works very well. The graphics and stick all the time. You also have a 
ents and the top of the screen movement on the screen are very manual gearbox with four gears, 
is the general status information, good, with colour used to good Playing the game is very easy 
his leaves the playing area of the effect. The track moves very well and enjoyable. Your view is hover- 
reen rather small but almost and is of the dead flat ‘Pole Posi- ing above and behind the bike a la 
|uare, which works out quite tion’ type of surface, complete Pole Position, Realism is sacrificed 
ell. with the red and white stripes in the game, but this makes the 


that it reduces the amount of 
enjoyment that you get from 
them. 

500cc Grand Prix is definitely 
a second generation racing game 
with all the trappings of the ori¬ 
ginal bunch and with a lot more 
besides. Now that the racing 
‘boom’ is over, it is good to see 
an original and enjoyable racing 
game out once more and with a 
few twists on an old idea as well! 

■ mmm m ■■■■■■•* 


Split screen games are not new. 

Motorbike racing games are not 
new either. But, a full colour, 
vertically split screen motorbike 
racing game is something to look 
out for. 

To my knowledge, this is the 
only motorbike racing game ever 
to have a split screen, and is 
probably the only rating game to 
have a vertically split screen. The 
idea behind splitting the screen is 
that two players can play the game come into play, a 
at the same time on the same allows the programmer to put 
screen. Each player watching his status areas at the top or bottom 
own particular section of the of the screen without making the 
screen. Up to now, splitting the aspect too extreme. In this case, 
screen has been done horizontally the bottom of each player’s 
with a very wide and short window window is reserved for the instru- 
for each player to look through, ments and the top of the screen 
This can work quite well as roads has the general status information, 
tend to be wide and flat and racing This leaves the playing area of the 
cars tend to be short and squat, screen rather small but almost 
However, motorbikes are relatively square, which works out quite 
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SCORELINE 


Originality 

30% 

Impact 

75% 

Gameplay 

85% 

X-Factor 

80% 

OVERALL 

68% 

















































































t/t 



Vi 



ello again and welcome to PBM Update. This month I am 
having a good look at Spiral Arm, a sci-fi game from Spellbinder Games, 
giving you a few hints and tips and there is news of some new games 
and the bird of two player organisations. 

The last few months have seen PBM columns appearing in a number 
of magazines and here at Gamer. We are quite proud that we were the 
first to see the potential of the hobby. There are likely to be some 
major developments in PBM in the next year and you can be sure that, 
as always, you will hear about them first in PBM Update. 

In a future Update, I will be devoting these pages entirely to reader’s 
letters, tips, problems, etc., so keep ’em coming. Anyone who has 
something published will receive a free start-up in a PBM game. 


SPIRAL ARM 


Most PBM games currently running in the United Kingdom are either 
home grown efforts or imports from the United States. Spiral Arm is an 
exception as it was originally launched by the Brisbane based Australian 
Wizard company. It is now being moderated in Britain by Spellbinder 
Games, the Oxfordshire based company famous for their award winning 
fantasy game, Tribes of Crane. 

First impressions are always important and in this respect Spiral Arm 
is a disappointment. The rule book is adequately produced without being 
outstanding but the content is not laid out very well and it takes a lot 
of reading and re-reading to fully understand it. When you have sorted 
out the intricacies of the rule book the game gives you the impression 
that it is fairly standard science fiction/space conquest fare and this is 
reinforced in the first couple of rounds. However, in discussion with 
several players who have played for some time it seems that this 
impression is not totally accurate and that as the game progresses, 
tactical skill comes to the fore and the pace quickens. So it seems that 
perseverence is the name of the game. 

You start off as the ruler of a single planet and the aim is to achieve 
a position where you and your allies control more industries than all the 
other players put together. To achieve this you will have to annexe 
planets, colonise them and using the wealth and raw materials that they 
can supply, develop the industries that will enable you to make the 
spaceships and weapons necessary for further expansion. Of course the 
planets will not be taken easily so tactics and firepower are very 
important. 

As you drive deeper into the game you will approach the empires of 
other players and your options will be to fight or enter an alliance. It is 
probably good policy to ally with your closest neighbours because 
common borders are easier to defend but you can never entirely trust 
anyone when alliances are matters of conveniance and easily broken. A 
nice touch in this game is that each round you must show who you are 
allied with on the following round. On your results sheet you will be 
told who you are in alliance with. Consequently, if the name of one of 
your allies does not appear on your result sheet, there is a fair chance 
that he is about to attack you. You cannot attack a player when both 
of you have shown that you are in an alliance for a particular round. 

The turnsheet and result sheet are coded so a good knowledge of 
the rule book is essential. There is a lot of statistical information 
provided but the exact amount obviously depends on how large your 
empire becomes. The game is entirely computer moderated and the 
turn-round is a very punctual 14 days. 

As usual I have left the costs until last. At £1.50 it is pretty good 
value and compares favourably with similar games. However, it is very 
good value to PBM Update readers because Spellbinder will send you a 
start-up package, including rule book, map and the first three rounds, 


absolutely free, at the mere mention of Gamer’s name. This is an offer 
not to be missed for, by the time you have played three rounds, you 
will know if this is the game for you. For this reason, if for nothing 
else, I would recommend it to you. 


Mike McGarry steels himself for the 
dual onslaught of the Gamer postal 
game and the PBM convention. 


This is not a criticism of either because PBM is a professionally 
organised hobby and the profit potential may result in a fair deal for the 
players. The thing that disturbs me slightly about both associations is 
that their links with particular companies could result in some bias. I 
hope not but I’ll keep you informed about their progress. 


HINTS AND TIPS 


WORLD OF VENGEANCE — Don’t make the mistake of thinking 
that because you’re not a warmonger that you can avoid fighting. Make 
sure that you design weapons early on. Spears and Longbows are easiest 
in the early stages. 


For a start, although the game is set in a fantasy world you get 
there from earth and are allowed to take a few items with you. On 
reflection, my decision to take a pogo stick and a signed photograph of 
Terry Wogan may have been a mistake but I am not sure what would 
have happened had I chosen a nuclear submarine. 

Another first is that Further Into Fantasy can also be played as a 
role playing game, where a group of players can get together and go 
through a scenario, or as a solo fantasy adventure. It is too early to 
judge the game yet but I have seldom seen a more promising game and 
a fiver seems a reasonable investment. Further rounds are a reasonable 
£ 1 . 20 . 

Other new games I have heard of recently are Trolls Bottom, the 
first computer moderated single character fantasy game from Project 
Basilisk which includes the largest map in PBM dom contained in its 
£3.00 start-up package; RYN, a dungeons and dragons type game where 
the initial cost is £6.00 and Megalomania which looks like a complicated 
game of risk and is computer moderated by Phoenix Games, who will 
be happy to send full details on request. 



KINGS OF STEEL 


Sloth Enterprises were inundated with players who wanted to join the 
special Gamer edition of Kings Of Steel. Frankly I was surprised that 
anyone would pay good money to have me as their games master, but 
anyway I hope I have as much fun running the game as the players will. 
So here are the fortunate fourteen whose exploits over the next year 
will be recorded in PBM Update together with the nations they will be 
controlling: 


N P Break well 

Preston 

The Druids 

Orjan Nordhus 

Norway 

The Darcklaw Ores 

G Francis 

Swansea 

The Warlock 

F Valentine 

Croydon 

The Elves 

David Wong 

Glasgow 

The Attu 

Richard Whale 

Livingstone 

The Coven 

John Cochrane 

Edinburgh 

The Dwarves 

Karel Rekers 

Holland 

The Klasshii 

Paul Hartman 

Holland 

The Hillman 

A P Monk 

East Ham 

The Plainsman 

James Richards 

Woking 

The Sect 

Ewe Johansen 

Norway 

The Loyalists 

Lars Andersson Jnr Sweden 

The Woodland Alliance 

Robert Graham 

Stirling 

The Kir 


Everyone else who wrote in has been allocated to the other Kings 
Of Steel games and will have the benefit of totally professionally games 
masters. 


PLAYER ORGANISATIONS 


In the June ’86 edition of Gamer I suggested that some enterprising 
player should consider starting a players’ organisation. I thought that the 
idea had died a death, so it is with some pleasure that I note that this 
month signals the arrival of two such organisations, both started by 
players who are regular readers of PBM Update. 

The Play by Mail Players Association (PBMPA) is the brainchild of 
Wayne Murphy and has the backing of Sloth Enterprises. It costs £5 to 
join and benefits will include a badge, membership card and a quarterly 
newsletter, which will include problem pages, special offers, etc. 

The Postal Gamers Association (PGA) offers similar benefits except 
that you do not get a badge. However, at £4 it comes a little bit 
cheaper. The association is fronted by John Woodall, the supremo of 
Phoenix Games. 

So which, if either, should you join? I am going to resist the 
temptation to recommend one over the other and sit on the fence for 
the time being. I know both of the organisers very well and I am 
certain that both intend to put in a lot of effort to try to do the best 
that they can for their members, so I will reserve judgement until I see 
how they develop. 

My guess is that the PGA will be supported by a number of the 
smaller companies and will use its funds to further the hobby while the 
PBMPA will be hoping to get the larger companies to help towards its 
finance and will be seeking to make some money for the organisers. 


ITS A CRIME — Walkie talkies can be an asset but remember that 
the police can also listen into them, so it may be best to keep them 
turned off until you really need them. 

ALL HAND MODERATED GAMES - Buying the games master a 
pint can often help your character’s survival. 

EARTHWOOD — Always take advantage of faults in the game. One 
man can besiege a city. One invisible telepath can carry any amount of 
possessions. 

MIDGARD — Take on as many tasks as you can find, several can often 
by completed at the same time. 

MEGALOMANIA — Do not over extend yourself when annexing 
countries on your start-up turn. 


... AND FINALLY 


Due to copy dates I cannot let you know what happened at the PBM 
Convention but there will be a full rundown in the April edition, 
together with details of the games that the players voted for in the 
PBM awards. There should also be enough space to provide a few more 
hints and tips and to have a brief look at more new games. 

See you next month. 



NEW GAMES 


When you review PBM games, rulebooks seem to drop through your 
letterbox every day and most are, to be honest, fairly dull. Most 
companies, especially new ones, have a habit of skimping on the 
rulebook in order to save costs and the result is a publication that 
describes the game quite well but does not do anything for you visually. 
So it is a pleasure to report on a new company who have spent a lot of 
money on the lauftch of their first game. With a well produced 
rulebook with excellent artwork and clear instructions, Further Into 
Fantasy from The Laboratory is a single character fantasy game but has 
some unique facets that seem highly promising. 


i 


ADDRESS LIST 


THE LABORATORY 
PROJECT BASILISK 
PHOENIX GAMES 


SLOTH ENTERPRISES 


19 Colbourne St, Swindon, Wilts SNI 2EQ 
PO Box SH24, Sheerness, Kent ME 12 3QU 
Stoneleigh, Holly Lane, Upper Ellwood, Nr 
Coleford, Gloucestershire 
Freepost, Southampton S09 IBH 


SPELLBINDER GAMES PO Box 33, Wallingford, Oxon 0X10 0ER 


59 Kiln Court, Newell St, Poplar, London 
EI4 6JP 

Stoneleigh, Holly Lane, Upper Ellwood, Nr 
Coleford, Gloucestershire 
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You could have music wherever you go if 
you’re our lucky winner. 
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Product: 


Product 


Price 


Overall I preferred Britannia’s 
Phasor One. It has a simple, no- 
nonsense design. It is a little 
uncomfortable to hold, unless *you 
have small hands, but in terms of 
overall 'feel’ and response it just 
has the edge. The Magnum is in 
many ways superior in design, if 
you disregard the positioning of 
the fire button. The lack of 
response in the stick control would 
probably suit a more heavy handed 
person than myself. 

The first company to combine 
the styling of the Magnum with the 
control of the Phasor would win 
my vote any day but, given the two 
sticks, I found that I kept returning 
to the Phasor during a lengthy trial 
period. 


Contact: Britannia Software Ltd., 
Unit M28, Cardiff Workshops, 
Lewis Road, Cardiff CFI 5EB (tel: 
0222 481135); Mastertronic, 8-10 
Paul Street, London EC2A 4JH 
(tel: 01-377 6880). 


dueling 

jCy^cks 


from Britannia are both hand-held 
sticks. There are two principal 
parts to the stick; the stem, or 
hand grip, which leads up to the 
platform upon which the stick 
itself is situated. 

Although both sticks rely on 
the same basic ergonomic design, 
they differ in several respects. The 
Magnum has a thumb operated fire 
button at the back of the joystick 
platform and a heavier body than 
the Phasor The Phasor’s button is 
positioned at the front of the stem 
more like a pistol’s trigger. Person¬ 
ally I prefer the Phasor arrange¬ 
ment, especially for shoot-em-ups. 
The Magnum causes severe thumb 
fatigue. 

Comparing the stems, the 
Magnum is thicker and longer, 
which suits my hand perfectly, but 
the Phasor has better balance. This 
is because the stem merges with 
the rear of its platform. Visually 
this makes the Mastertronic stick 
the most appealing but I thought 
that the stem needed a bit of 
weight to counterbalance the 
forward pull of the platform. 




GUARD 


Magnum 

Joystick 

Mastertronic 


£14.95 


Supplier: 

Price: 


Mastertronic and Britannia joysticks 
meet back to back in a dual review. 


There is a theory that covers the 
situation where two very similar 
discoveries are made at the same 
time quite independently. Whether 
the pistol grip joystick phenome¬ 
non is an example of this ‘collec¬ 
tive conciousness’ I cannot say. All 
I know is that I saw both of the 
prototypes within a week of each 
other. 

Traditionally, the joystick is a 
free-standing unit with one or two 
fire buttons on the base or on the 
stick itself. The Magnum from 
Mastertronic and the Phasor One 


The switches operated by the 
stick were much more sensitive on 
the Phasor. The Magnum has a 
very spongy, springy feel, which 
made it harder to use when deli¬ 
cate control was needed. I’m a 
great believer in specific joysticks 
for special purposes and I would 
categorise both of these sticks as 
ideal for games which don’t require 
frequent hammering on the fire 
button. The inclusion of a rapid fire 
switch would have helped to in¬ 
crease the overall appeal of each 
stick. 


Suppl 


ler 


Phasor One 
Joystick 

Britannia Software 


























































































A fter the tension of the A 

Decathlons, the heat of"" 0 

Summer Games, the chill of/ fM 

Winter Games and the round B 

the world tour of World 
Games, travel back in time for*he 
barbarian games that feature all the 
“violence and brutality you’ve ever 
dreamed about u (suitable only for 
persons of 15 years and over)!, 

Ancient history, Swedish style, W3 ^ 
features heroic struggles between 
great champions such as Nop, I 
Knorr, Hawk and Dog in events B 
that range from the titanic struggle I 
of the ale drinking to the finesse I 
required in cat throwing. 

You battle for the tribal I 
honours either against human or I 
computer (droid) opponents or I 
you can tune up your skills in I 
secret practice sessions. Sooner or mm 
later you’ll meet your opponent in I 
the first event, the tug of war. 

Each event loads in separately I 
from the game tape but a turbo 
load ensures that the delay is kept I 
to a minimum and just long enough I 
to pour yourself a good quaff of IBi 
ale. As the froth settles, the first towards the i 
scene appears showing two bar- lot of energy, 
barians ready for a tug of war over then rest, tl 
a river. The winner gets the spoils, your energy 
the loser a mouthful of river. must be tim< 
Underneath the display are two become exf 
energy bars that are used as the easily beaten 
players tug at the rope. Pulling the just in time v 
joystick down releases a small in the river, 
burst of energy, pressing the fire Event Tw< 
button gives a bit more and using in the centr 
both together gives an almighty front of it is ; 
heave that pulls your opponent of lines that 


the overall loser literally loses his head 


Title: BLOOD ’N GUTS 

Computer: C64 

Supplier: AMERICAN ACTION 

Price: £9.95 


A giant belch marks the victory 
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For all you nasty gamers, here’s a 
Gamer nasty which proves that 
there is room to swing a cat in the 
Commodore 64. 


a gmt leap from the ramparts. 
Pushing the joystick down and then 
up wjl give you an extra lift before 
the wucial button press for the 
landirtg. Being part of the Barbarian 
Gamjs, the competitor must, of 
I couri, land on his head to com- 
t jan approved jump. Three 
t jump! decide the winner with the 
•score, to beat clearly displayed on 
the ri [ht of the screen. 

Tf i rock rolling event has got 
to belthe hardest in the whole 
comp< tition. Like the tug of war, 
you c; n only move if you’ve got 
enougS energy but this time you’re 
pushinl a giant rock up a steep 
path mat loops around and down 
towards your opponent. The first 
player $o get to the top can there¬ 
fore rdjLhis rock down on top of 
his opponent. Now, however, the 
job is rfcade more difficult as you 
have to| work for the energy by 
frantic j >ystick waggling. Notch up 
a win fir the computer droid! 

2-1 $p the computer but now 
an excelent chance to equalise as 
the next! event is my specialist sub¬ 
ject, be|r drinking. Standing on a 
stage oljpoulders, surrounded by 
animal skins decorated 
skulls of past Blood ’n 
stants, our-two athletes 
rink barrels of ale. 


Pushing the joystick brings the 
barrel to your lips and the beer 
begins to flood down your throat. 

A cut-away section of each player’s 
head shows the flow that must be 
maintained by frantic waggling. You 
can stop for a breather if you want 
to waste valuable time, but if you 
rush your drink and spill a drop the 
contest is lost. A giant belch marks 
the victory in the first of three 
contests that is soon followed by 
two more. Those years of practice 
have all been worthwhile! 

More skulls decorate the next 
event that features a barbarian 
encased in stocks that form the 
target for the rock throwing 
Human Hit event. In a test of 
speed and accuracy you must hit 
the target’s nose, left arm and feet 
three times, in sequence, as quickly 
as possible. You have to be quick 
and on target because the com¬ 
puter sets a fast time that can only 
be beaten with a minimum of mis¬ 
takes. This isn’t easy, particularly 
since the aiming cursor refuses to 
stay still (probably caused by the 
beer drinking!). 3-2 to me. 

The computer gots its revenge 
for my narrow (2 second) win in 
the Human Hit by belting me more 
times that I could in the next event 
— the pole fight. 

Sitting astride a log that lies 
across a deep ravine, the players 
must hit each other with tree clubs 
in the shortest of all the events. 
The loser plummets into the ravine 
but is always patched up in time for 
the cat throwing. 

Once again you must beat the 
computer’s crack performance by 
hurling a moggy as far as possible, 
preferably in the right direction. 
Pressing the fire button sets your 
barbarian into a spin. Pressing the 
button again will launch the moggy 
but your timing must be accurate 
or the cat will be hurled aimlessly 
into a tree, a fence or one of the 
hungry-looking crowd that are 
waiting for a stray throw. 

The distance of the cat chuck 
depends on your barbarian’s spin 
speed that gradually increases but 
then rapidly falls off as the player 
tires. The best distance in three 
throws wins the event. 

After all that exertion one 
dare-devil reporter was ready for 
a peaceful mountain stroll only to 
find the path lay across a tightrope 
strung between two mountains! 
The object is to tightrope walk to 
the centre of the rope before 
you’re opponent gets there from 
the other side. The first one to the 
middle ends the contest by bounc¬ 
ing up and down on the rope 
sending the other contender for 
another dive. 

Taking steps is easy enough and 
achieved by pressing the fire button 


but you must then move the joy¬ 
stick to counteract any losses of 
balance. These are shown in close- 
up inserts of the two barbarians 
and must be judged carefully or 
you’ll cause even more problems. 
Best of three again decides the 
winner with the loser receiving 
quick patch-up surgery in time for 
the ninth event. 

Remember the classic John 
Wayne Westerns when the big 
man traded punches with a young 
upstart? Axe throwing is the bar¬ 
barian equivalent of that, with the 
players taking turns to hurl 
choppers at each other. Standing 
on top of crates (?) you must jump 
over or duck under your oppo¬ 
nent’s throws while aiming yours 
in flight by pulling the joystick. 
Despite this super human control 
you must anticipate his move to 
make the axe count. One hit and 
the event is over. 

The contestants having fallen 
off mountains, been clobbered by 
boulders and axes and recovered 
from the attempts to hurl them¬ 
selves head first off towers now 
line up for the final event, the 
armwreck. 

Three arm wrestling contests 
decide the winner with joystick 
waggling, once again, being the 
deciding factor. The loser has salt 
rubbed into his wounds by a bird 
that flies overhead and delivers the 
final blow. 

6-4 to the computer isn’t a bad 
result but it means the end of the 
road for poor old Nop. In Blood 
’n Guts the overall loser literally 
loses his head thanks to an on- 
podium guillotine. 

The decathlon of ancient ath¬ 
letics is supported by good graphics 
depicting ten events that are 
actually fun to play. The action can 
be accompanied by atmospheric 
grunts from the players such as 
UGG!, UGG!, AAARGH!, KILL 
which is Swedish for Ugg!, Ugg!, 
Aaargh!, Kill! 

Take a break from the serious 
Olympic events and practice for a 
manic night of cat throwing, beer 
drinking, axe throwing ancLtower 
jumping. (Sounds like an 18-30 
holiday to me.—Ed.) 


SCORELINE 


Impact 

Originality 

Gameplay 

X-Factor 

OVERALL 


77% 













































! Title: 


Storm 


>| Computer: C64 
Supplier: Mastertronic 


«Price: 


£1.99 


• • • 


Gamers looking for Gauntlet style 
action at a budget price will relish 
the exploits of Storm and his 
wizard friend Agravain as they 
search for Corrine (Storm’s wife) 
in the underground lair of the evil 
Una Cum. 

The screen shows a top down 
view of the lair that is partially 
covered by floorboards that 
obscures your view of the 
monsters and their generators that 
swarm below. 

The controls are of the rotate 
left/right and forward type rather 
than the easier direct controls and 
so you’re sure to find yourself 
moving in the wrong direction at 
exactly the wrong time. 

The lair consists of a labyrinth »•••••••••••••< 

of rooms patrolled by monsters of *•%*•*•%*•*•*•*•*•*•*•%*• 





• ft • • 


all kinds that swarm out of their 
generators to drain your energy. 

These can be blasted by your high 
power sword or wiped by using 
one of the scrolls of amulets stewn 
around the lair. You can also find 
food to increase your energy, 
energy bottles for full recovery 
and snake brooches to gain entry 
to Una Cum’s lab which is the 
object of the game. You will also / 
discover strange caballa symbols > L n . . .. 
that may clear away walls block- . n S ma 1 7 
ing your path or release an unwel- 
come trap. 


• ••••••• 


ful of human or slime monsters 
stand in your way. Now the “offi¬ 
cial” Gauntlet is available, most 
clones will find the going tough but 
at only £1.99 Storm will carry on 
from strength to strength. AH 


,jTitle: Ninja 

/Computer: Spectrum |« 

)«Supplier: Mastertronic |! 

;! Entertainment USA;! 

C Price: £2.99 


• SCORELINE 

> 


I 

I 

75% i 
75% « 
55% • 
85% • 



Gameplay 

As with Gauntlet the funp # ^^ actor 
comes when two players are t # OVERALL 
chasing after the same food and 
riches, particularly when a screen- 


60%,’ 


piwm a 


¥%.mm 2 , 
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The number of princesses that 
need rescuing is directly propor¬ 
tional to the number of computer 
games written. Princesses are 
especially likely to get captured in 
a martial arts game. The precious 
king’s daughter in this case is called 
Di-Di and the person sent to 
rescue her is the ninja. 

But it is not enough to just 
rescue the princess. Before she will 
go with you, you have to prove 
that you are worthy by collecting 
a certain number of idols as you 
make your way through the Palace 
of Pearls. 

Killing hordes of palace guards 
apparently isn’t good enough these 
days. The ninja is a pretty mean 
killing machine though. Apart from 
the normal flying boots and fists, 
he can also hack his enemy to bits 
with his samurai sword and in¬ 
capacitate him even further by 
throwing his shuriken (pointed 
stars) and daggers at him. This is 
provided that you remember to 


pick them up as you go along as 
you forgot to bring any with you 
such was your rush to rescue 
Di-Di. 

As martial arts games go, Ninja 
is one of the better ones. The 
action is fast and furious, most 
bouts lasting only a matter of 
seconds, and the excitement level 
is high — something that cannot 
be said for many of the clones 
currently available. 

The one annoying feature is in 
the control menu. The Kempston 
option does not appear to work, 
mainly because you have to select 
Cursor joystick instead. Nothing 
serious once you realise what is 
going on but surely someone 
should have picked this up at the 
game’s testing stage. 

GH 
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‘Title: SWAT 

^Computer: Commodore 64 
Mastertronic 


\ Supplier: 


•.Price: 


Entertainment USA,; 

• t 


£2.99 


• • • 






%%!• 


The setting — Los Angeles. The 
time — 1999. A terrorist team has 
taken over the entire west side of 
LA and it is up to you to assemble 
a crack team to counteract the 
threat. You and two others against 
who knows what. 

The first thing that strikes you 
(hopefully it’s not a bullet or a hand 
grenade!) is that there is more than 
just a handful of terrorists. More 
like an army, in fact. Still, it’s not 
too difficult at first to blow them 
off the face of the Earth. But all 
the terrorists seem to be making 
a bee-line for you though and 
totally ignoring your colleagues 
who are patrolling the sidewalks 
while you get to walk in the middle 
of the road. Oops! that was no 
terrorist, that was some nice little 


i 


a few start lobbing grenades at 
you. And it’s very bad news if you 
get caught by them — they beat 
you to death, after which one of 
your erstwhile buddies assumes 
command. At the end of the level, 
there is a whole platoon of baddies 
in space invader formation who 
have to be eliminated, followed by 
one guerilla on his own who has 
managed to take a pretty girl 
hostage. Succeed in shooting him 
and a chaste peck on the cheek is 
your reward. Wow! 

SWAT is a sort of suburban 
commando, but none the worse 
for it. The graphics are nothing 
special but the game does have a 
certain addictive quality about it. 

GH 



* Title: 


Nuclear Countdown \ 
J Computer: Spectrum 
' Supplier: Atlantis 


* Price: £1.99 


grey-haired old lady wearing a pink 
dress. There weren’t supposed to » SCORELINE 
be any civilians left in the area but . . 

there are always one or two who Originality 
disobey evacuation orders. ^ ' 

Doesn’t do much for the point Factor 

total though. J _ _ mtu * 

The baddies are mainly armed OVERALL 60% * 


« 

60% * 
40% • 
70% • 
70% • 


with guns, like yourself, although 









F our highly unstable nuclear 
cells are threatening the world 
with total destruction unless 
you and your team of droids can 
neutralise them in time. The cells 
are housed in a 25 room complex 
containing screens that seem to 
have escaped from Spindizzy. 
Ramps, incomplete floors and 
direction arrows form the passive 
threat to your helpless droids that 
must also avoid the energy sapping 
enemy droids and draining corri¬ 
dors that can kill a droid before it 
gets halfway acoss. 

If you find a cell it’s easily 
destroyed but why they sent you 
in without any weapons is beyond 
me as the whole complex could be 


cleared in five minutes with a 
decent laser. 

The game itself is a decent 
attempt at a 3D arcade adventure 
(yawn!) and should do well at only 
£1.99 but isn’t it time for some¬ 
thing a little different? 

TH 
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^Originality 
r Gameplay 
* X-Factor 
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60% 
25% * 
40% f 


- r ._, 1U70 

f X-Factor 40% ' 

/OVERALL _ 40% J 
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$ Title: Crystal Raider? 

i Computer: Atari 800 ? 

£ Supplier: Mastertronic S 

£1.99 i 


t Price: 


* scoreline' " 

€ Impact 
^ Originality 
^Gameplay 
» X-Factor 

’•OVERALL 


60% 
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lollect the crystals from all 50 
rooms before your oxygen 
fruns out — this is the chal¬ 
lenge of this intriguing platform 
game. 

You begin your five life quest 
on a platform in room one which 
is literally littered with crystals. In 
fact, all you have to do is jump up 
to collect them. This shouldn’t be 
a problem as you’ve got almost 
total control of your jumps and 
can change direction several times 
while in flight. 

But you’ll have to perfect your 
technique so you can jump up in 
between the platforms and avoid 
the killer nasties that are floating 
about, as well as the deadly 
slithering snakes, not to mention 
the fire pits that threaten to engulf 
unwary adventurers. 


To add to your troubles there 
are platforms that appear and 
disappear almost at will and you 
have to plunder the crystals before 
your limited oxygen runs out. You 
get an extra life for clearing a 
screen and an oxygen top up, so 
you should be able to finish the 
game with the available 55 lives! 
Unfortunately, it isn’t that easy. 

TH 
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/v [«Title: Caverns of Eriban» # 

^ % Computer: Atari 800 

/> • 


A n 

5 


y \ Supplier: Firebird 

% $ Price: £1.99 

V ' ' ' ' 


and you’re hit by a missile. That’ll 
teach you to hang around red light 
districts! 

The walls of the cavern are just 
as dangerous and it takes con¬ 
siderable skill to navigate through 
the cavern without losing your 
ships. To add to your problems you 
can only carry five supplies at a 
time. 

A cheap and cheerful game 
that will provide food for thought 
for software hungry Atari owners. 

Tony Hetherington 


.SCORELINE 


^Impact 


^ Originality 
• Gameplay 


you’re about to land a wall opens 




y 

^^■^his game is a mixture of 
I Thrust and Scramble — you 
I pilot a ship through the 
Caverns of Eriban to get supplies 
through to subterranean mine 
depots. 

r S You begin with seven supply 
ships, which may seem a lot but 
you’ll need them all to run the 
gauntlet of enemy missiles and 
y J gunfire and the natural hazards that 
lie in your way. For example, a bad 
landing — either too hard or just 
off target — will cost you your 
ship. Luckily, you continue the 
game where the last one got to so 
you can make some progress even 
if you do lose your ship. 

You pick up supplies on the 
/~y surface and then descend into the „ Kjai , 1Cj-Ma/ 
yj depths looking for the tell-tale ^X-Factor 
yj flashing red lights that mark anl iAwppA| I 
yj unsupplied depot. However, just as^v/Y 
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} Title: Willow Pattern £ 

j Computer: Spectrum g 
? Supplier: Firebird Silver i 
■r Price: £1 *99 5 

A lthough based on an old 
Chinese legend this game is 
yet another involving a 
princess who needs rescuing. This 
one does have a slightly different 
twist to it though. 

Chang is a humble clerk who 
has the misfortune to fall in love 
with the Emperor’s daughter. 

However, Princess Koong-Shee’s 
father has other plans for her and 
forbids Chang to see her. But our 
hero is made of strong stuff and 
decides to break into the palace and 
elope with the princess. 

The palace grounds consist of a 
large maze protected by samurai 
warriors. Chang must collect 
various treasures on his journey as 
well as swords to kill the guards. 

Only one sword can be carried at a 
time and each sword can be used 
only once. The problem is that 
there aren’t enough swords to go 
round. Overcoming this problem 
involves a certain amount of 
personal danger: some of the 

guards can be enticed to throw _ ^ r » 
swords at you and, if you can dodge y crop Cl IMF 
out of the way, you can pick up the y* 3wl' cu nc 
sword and use it to kill the guard. ^ Impact 
The trick is not to run off the edge "J; Originality 
, of the screen, otherwise the sword ^ Gameplay 
1 is lost. X-Factor 


< The game is set in a Japanese 
55% t garden and the graphics depict 
40% i various temples and houses. These 

75% i 
50% i 




are well drawn but not as bright or 
colourful as on the original 
Spectrum version. The graphics of 
the characters themselves are 
particularly wishy-washy. One view 
of the gardens is of bridges over a 
stream. Traditionally, bridges are 
protected by giants and Chang has 
to hop across stepping stones, 
trying to avoid the hands of the 
giants as they attempt to knock 
him into the water, to get across. 
Once Chang has reached the 
princess he must then make his way 
to a hidden boat, at the same time 
avoiding the pursuing guards. 

I was a bit disappointed with 
this conversion as I enjoyed the 
original more. The game itself 
involves little more than working 
out the optimum route and making 
the best use of the swords and, I 
suspect, once you have completed 
it, it is not something you would 
want to go back to. 

GH 


£ 
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sJ'VZSL 


OVERALL 
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jTitle: The Serfs Tale ? 

^Computer: Spectrum Z 

^Supplier: Players £ 

tfPrice: TBA e 


T ext only adventures are a 
rarity these days. Distributors 
and, dare I say it, some adven¬ 
turers themselves actually appear 
to like graphics in their games. As 
far as I am concerned though, text 
only games are the purest form of 


the art, expecially if they are as 
good as this one. 

The game is a re-working of 
the very first Colossal Caves 
adventure by Crowther and 
Woods but is none the worse for 
that. The Serf’s Tale is an expanded 



> Computer: Spectgrum 


v Supplier: Mastertronic s 
J Price: £1.99 s 


S peed King II is, apart from 
being the sequel to the suc¬ 
cessful Speed King motorbike 
racing game, two games in one. 

In the first game you race 
against nineteen other riders on 
any of nine famous tracks includ¬ 
ing Brands Hatch, Silverstone, 
Anderstorp (Sweden) and Monza 
(Italy). You obviously haven’t been 
very good in practise as you always 
start the race in last position with 
the whole field to beat. 

Still, you can accelerate up to 


time and race position as the 
others stream past you. At the end 
of the race you get the result, your 
best position, lap time and the 
record time you need to beat. 

That’s not all on this amazing 
budget game as you can also race 
another player in a head to head 
race on a pitstop style split sceen 
display. Two games for the price of 
one: Not bad, eh? 

TH 


a maximum speed of 192 mph, . ^ 

which is fine for passing other bikes ^ Impact 70% W' 

along the straights, but not good ^Originality 45% k 

for taking corners. It can be done > Gameplay 80% ? 

— if you're in the right position on S X-Factor 60% ^ 

the smooth scrolling track, but if All £>10/ N 

not you’ll spin off the track, lose LwYtKALL 0*1 /0 w 
all your acceleration and valuable k 


< r " ^ . 

5 Title: 


Park Patrol 



T 


> Computer: Commodore 64 ? 
^Supplier: Firebird Silver £ 

% Price: £1.99 ? 

he job of park-keeper is up for as you try to avoid a watery grave. 

A flashing help message indicates a 


Firebird continue to challenge 
Mastertronic as the budget games 
king with the release of another 
fun shoot-em-up. 

The Gunstar is a fleet of pulse 
fighters that have constructed and 
trained to destroy the alien fleet 
that now engulfs Earth. After the 
failure of the Star Wars defence 
system the future of the world 
rests, once again, with you. 

Armed with only a laser firing - 
ship you must blast a fleetful of < Originality 
aliens, navigate an asteroid field, ^ | mp ^ ct 
blast the gun turrets of the mother ' Ga P , 
ship and finally dock with it to* x-Factor 
refuel and save the day. £ 


At the side of the screen are 
displays of your fuel, hull temper¬ 
ature and a picture of the pilot 
who covers his eyes when he’s shot 
to ward off the inevitable explo¬ 
sion. 

With games like this and budget 
arcade adventures like Storm, only 
we can win from this budget 
battle. 


: SCORELINE 


35% j 
80% \ 
75% t 


grabs at Papatoetoe Park as 
the old keeper has had a 
nervous breakdown. And no 
wonder! Litter festoons the banks of 
the river and swimmers do their 
utmost to drown right in front of 
your hut. As if that was not 
enough, they also have the temerity 
to capsize your raft as you try to 
rescue them. 

Then there is the wildlife. 

Snakes inhabit the river and are a 
danger to you and the swimmers. 
And man-eating turtles do their 
best to prevent you from picking up 
the assorted debris. Then, just 
when your energy is running low 
and and you’re feeling the need to 
pop back to the hut for a quick 
snack, you find it isn’t there. The 
ants have walked off with it! 


swimmer in difficulty and you 
should return to your hut 
immediately. Each level ends when 
you successfully pick up all the 
rubbish. 

Park patrol is one of those 
games that is so simple to play and 
so incredibly addictive that you 
wonder why you didn’t think of if 
yourself. At under £2 as well, it 
puts many of its more expensive 
brothers to shame. Go buy a copy! 

GH 
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C Impact 


version with 33% more locations 
than the original and with most of 
the problems reworked. The text 
has been completely re-written 
and very well done indeed. Loca¬ 
tion descriptions are both lengthy 
and atmospheric. 

The game uses traditional verb 
noun input and I did not come 
across any problems with obscure 
vocabulary. The choice of verb/ 
noun was made because that was 
how the game was originally 
written and not because of any 
problems with programming. No 
doubt future games will have a 
more complex parser. The verb 


OVERALL 

(rnTrt* 


£ Originality 

You are equipped with a raft for Gameplay 
• * /u x taking you up and down the river X-Factor 
70% ^ bank but can also hop onto floating J»v OVFR ALI 

AC 0/ £ ,0 8 s ** Y ou want - A * ew J ars °f % ' 
snake repeliant are your only help 


65%; 
70% , 
90%; 
90% i 




78% 5 

v 


especially true of the map at the 
beginning of the game. 

The Serf’s Tale was originally 
written as a demonstration pro¬ 
gram, hence the lack of originality. 
For anyone who has never had a 
go at getting past the snake or the 
Troll’s toll bridge and other such 
classic problems it is highly recom¬ 
mended. And I am certainly 
looking forward to the next text 
adventure. 


GH 




; SCORELINE 

-jj Impact 


examine is well supported and 
should be used frequently.. Other ^ Originality 
features include the ability to put ^ Gameplay 
items in your pockets, although y X-Factor 
you must remember to take them Q OVERALL 
out before you use them. This isvv* 
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Calling all Spectrum owners! Win a copy of 
Fairlight II, an Edge T-shirt and pen. 



.V. A-r. 


Fairlight was a mammoth best seller 
and to mark the launch of its sequel 
we have persuaded The Edge to 
give away 25 copies of the game, 
plus T-shirts and pens. 

Continuing the saga of its 
predecessor, Fairlight II: Trail of 


The first 25 correct entries 
drawn from the hat on the 31st 
March, 1987 will win the promised 
games, T-shirts and special Edge 
pens. 

To enter first read the Gamer 
Rules OK information on page 98, 



Darkness is an isometric maze game next draw the shortest path which 

_ _ • . ■ • l_ _ ^f kn l/nv/ 


of fantastic complexity and size. 
Each of the beautifully animated 3D 
graphics screens contain problems 
which will take months of work to 


Isvar must take to reach the key, 
then fill in your personal details on 
the entry form. Cut out the maze 
and the form and send them to: 


delights that await you in this 
arcade adventure you can read all 
about them in our review elsewhere 
in this issue. 

Entering the competition is 
simplicity itself: look at the maze 
below and help our hero to find the 
key which will unlock the safe 
containing your treasure trove of 
goodies. 


Ltd., I Golden Square, London 
WIR 3AB. 

All the correct entries will be 
entered in the draw at the end of 
March and the winners’ names will 
be announced in the May issue of 
Gamer. 

Good Luck! 
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sol ve. If you haven’t heard about the Fairlight^ 11 , Computer Gamer, ASP 
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Fairlight II (Spectrum) Gamer March 

Name. 

Address. 


Computer owned, Spectrum 48K/I28K (delete as necessary) 

I agree to abide by the rules of the competition. 

Signed.. 
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The Ultimate 
Maze Challenge 

There are no random events in XOR’s 
labyrinthine palace, and there is no 
premium on hand-eye coordination. You 
have all the time in the world to work out 
the precise nature of the hazards you 
encounter. Logical thinking, strategy and 
tactical problem solving are all part of the 
XOR experience. And XOR is not simply 
about finding solutions. If you can solve 
the entire puzzle (15 levels plus an 
encrypted anagram), you qualify to be a 
member of the Order of XOR. With a 
certificate and a badge to prove it. 


"...this is one of the most 
compulsive , cunning and 
attractive programs I’ve seen 
for some time !.... the game is 
superb - a very classy original 
twist on the basic maze 
theme" A+B Computing 

XOR's Features 

-15 graded mindbending mazes - each 
maze approximately 16 screens 

- super smooth high speed scrolling 

- high resolution quality graphics 

- high speed or step by step replay 
feature 

- intriguing logical problems 

- interactive dynamic puzzles 

XOR MAZE GENERATOR 
The XOR Maze Generator is a truly 
professional utility, in fact it’s the very 
same generator we used to create the 
first collection of XOR puzzles. The 
package is fully menu driven and simple to 
use, the user simply places any 
predefined icons onto the 


maze screen. Included in the package is 
an ICON DESIGNER so that you can 
change the appearance of the game 
characters to baffle and delight your 
friends. 

BBC B, B+, MASTER SERIES, 
ELECTRON 


XOR 


BBC Disk 

£12.95 

BBC Cassette 

£9.95 

Electron Cassette 

£9.95 

XOR Maze Generator 


BBC Disk 

£14.95 

BBC Cassette 

£11.95 

Electron Cassette 

£11.95 


24 HOUR TELEPHONE ANSWERING 
SERVICE FOR ACCESS AND VISA 
ORDERS 

Logotron Guarantee: 

All orders dispatched within 5 days of 
receipt of order. 

Faulty software will be replaced 
immediately. 

Postage and Package Free. 
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The long awaited sequel to the 
Book of Light takes our reviewer 
on a dark quest 


Title: FAIRLIGHT II 

Computer: SPECTRUM 
Supplier: THE EDGE 

£8.95 


Price 


S ubtitled the Trail of Darkness, 
this is the second of the 
Chronicles of the Land of 
Fairlight. In part one your 
quest was to find the Book 
of Light and battle your way past 
‘ , trolls and castle 
hand the book to the 


the guards 
guardians to 
good Wizard Segar and save the 
land. 

Unfortunately, you have been 
fooled by the Dark Lord and his 
illusions and, by handing him the 
book, you have sealed the destiny 
of the land. Fairlight II begins with 
you outside the castle, despondent 
and with nowhere to go. 

Luckily, the real Segar appears 
in front of you and tells you that 
you can yet save the day by track¬ 
ing across the land until you finally 
seek out the Dark Lord and defeat 
him. The apparition disappears and 
you’re alone once again. 

You are Isvar, the would-be 
hero of the quest who looks more 
like an Italian waiter than a saviour 
of the land. 

Fairlight II is almost twice as big 
as the original and loads in two 
separate parts. Complete the first 
part and you can load in the rest 
of the quest. Be warned though, 
this is a big game and will literally 
take months to solve. 

Unlike the original quest when 
you were confined to the castle 
limits, Fairlight II boldly goes where 
no arcade adventure has ever gone 
before. Your quest begins outside 


■Em 


ur diagonal mixture of exploring, mapping, booty. One particular problem has 
and drops fighting and problem solving skills, an object on top of an un- 
ips through Luckily you can save your game reachable platform deep inside a 
although a position for later play or as building (making ferrying rocks and 
an replace insurance to protect your work to barrels unrealistic) Beside it are 
date three moving platforms that are 

land will be Most of the problems involve stacked on top of each other. The 
vith attacks getting hopefully useful objects way to the object is to jump at the 
ritters that from almost impossible places. To stack to land on the lower plat- 
These hack do this you must find, collect and form which pushes the higher ones 
u until suffi- ferry the materials you’ll need, to back. A second well time leap will 
hack them build yourself a platform or steps take you to the next level and so 
are the in- to reach the object. To do this you on. Miss one jump and the stack 
: stalk you must use the rocks and barrels that is moving in all directions and the 
>u must also form the passive backgrounds of chance is lost, 
in the forest lesser games and stack them on Unlike many arcade adventures 
rgy draining top of each other. Climb on top that can easily be solved with a 
veaken the of your makeshift structure and map and a pause button, Fairlight 
you can claim your prize. II contains many mapping traps, 

i a mammoth The next problem is to find out These include several doors separ 


.3? 






I28K owners can buy a special 
version that adds a soundtrack to 
an incredibly silent game and toads 
both parts in one load 

Superb graphics, realistic 
animation and fiendish puzzles that 
can be solved with a joystick all add 


that lead to the same building that 
then may contain repeating series 
of rooms to confuse the player. 
You should also watch where 
you’re going as a step in the wrong 
direction could lead you off a cliff 
and into a new game. 


There is hope, however, in the 
shape of energy bubbles that float 
around some of the game’s rooms 
Most drain 10 life points on 
contact but I’ve found at least one 
that gives you 250 life points! It 
takes some finding as it’s in the 
22nd room in a repeating series of 
rooms that can be reached by 
simply going straight through 
them. Watch out though as its 
always the third bubble (the others 
drain your life points and should be 
avoided). 


up to create a superb arcade ad¬ 
venture that is only slightly spoiled 
by a marked loss of speed wher. 
more than one moster appears on 
the screen. 


SCORELINE 


Impact 

80% 

Originality 

60% 

Gameplay 

70% 

X-Factor 

70% 

OVERALL 

70% 
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Tony Hetherington 
gives a blow by blow 
account of the rise of 
the beat-em-up. 


sxirsst^L th i digitisedversion i 

oriental heroes of all shapes and sizes have I 
beaten a variety of opponents into a pulp to I 
save princesses, girlfriends or. for the ultimate \ 
martial art acheivement, a high score. • 

■ Although Bruce punched and kicked his 
way through Datasoft’s game it was more of a 
platform game than the first of the ‘beat-em- 
up’ breed of games. The true founder was 
Melbourne House’s Way of the Exploding Fist 
that featured an amazing 18 different ways to 
pummel your opponent. One reviewer 
summed up the ensuing kung-fu craze, as Fist 

large, animated character. When you pushed 
the joystick to kick, he kicked, your opponent 

satisfvine soundtrack*f * c f ol ”P anied .^ a 

* luavvu wiui yens afiQ screams. 

Fist was not only one of the top sellers of 

m year it was also the game to copy. 

* “ ' " * ■***»»» 


replaced Fist’s oriental backgrounds with 
scenes from the world’s major cities. However, 
also enhanced the original action by making it 
foster, slicker and more varied as it swamped 
the American market with its turbo Fist 
America’s Broderbund replied with 
Karateka, distributed through Ariolasoft, 
adding an arcade adventure flavour to the 
game. During the game you had to battle your 
way through screens full of the evil Lord 
Akuma's warriors in order to reach his 
mountain fortress and your beloved princess. 
An early version I saw on an Apple was 
beautifully animated and played well but the 
poor old C64 couldn’t handle it and the pme 
played as if it was in slow motion. 
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Now the flood gates opened. US Gold 
released a conversion of the coin-op Kung-Fu 
Master that featured less moves but an almost 
constant stream of opponents which played 
more like a shoot-em-up than a beat-em-up. 
The same was also true of Konami/lmagine’s 
Yie Ar Kung Fu and its sequel Yie Ar Kung Fu 


Fist II - the Legend Continues tried to 
follow the success of the original by adopting a 
new appoach that incorporated the same old 
fighting moves. This time the kung-fu was part 
of a mapping arcade adventure full of empty 
screens that did nothing but dilute the action. 

Gremlin’s Way of the Tiger presented a 
hat-trick of kung-fu challenges as you battled 
with human, monster and bone crushing 
skeleton opponents across a landscape and 
then balanced on a pole stretched over a river 
before challenging the local samurai to a duel 
with swords. 

By now almost every software house had 
either released or had planned a kung-fu game 
as the craze gradually ran out of steam. In a 
skilful piece of marketing Way of the Tiger 2 
swapped bandwaggons to be one of the first 
(and best) Gauntlet clones, leaving the rest to 
battle for the honour of releasing the last 
kung-fu challenge. 


Melbourne House has tried once more 
with Knucklebusters to see off the likes of the 
budget ninjas led by Mastertronic. Ocean has 
also released the awful Legend of Rage that 
relegates the kung-fu to part of an arcade 
game. The game has you leaping through the 
trees, battling up castle walls, defeating all in 
your path, just to reclaim your girlfriend who 
was literally snatched from your side by a lone 
attacker. So much for your ninja like-reflexes! 

Knucklebusters is a little more believable 
as you punch and kick your way out of a giant 
prison patrolled by countless guards. Luckily, 
someone’s left some useful objects, including 
keys and energy pills, to help you escape. 

So has Melbourne House had the last 
word, or are we in for even more kung-fu 
games? The bad new is I’ve heard rumours of 
at least one software house that’s planning one 
more which will feature a ninja hamster! 
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V U stairs at I6N.I7E take you to the 

Av 1 t entrance of Mangar’s tower but 

// you do not possess the key at this 

// point. 

\\ // Your next trip should be to the 

\y/ mad god’s temple in Grand Plaz. 

v Providing that you can prove that 

you worship the god, by speaking 
his name, you will be allowed 
■I antasy role playing games have access to the catacombs. Level one 
Tgained quite a following provides several more inscriptions 
■I although, at the moment, and a well guarded treasure chest, 
■ most of the games are only the stairs are at 8N,IIE. 

I on disk. This month’s hints Level two consists of a maze of 

and tips come from Carl Young, of doors and you need to find a tele- 
St. Anns, Nottingham, who sent port spot. The spectre of King 
in the complete solution to 

Ariolasoft’s superb Bard’s Tale, > k 


complete with maps of all the 
dungeons. As it ran over 30 sides 
of A4 paper, what follows is only 
the edited highlights, although it 
does give you quite a lot to go on. 

Carl makes no mention of the 
best characters to take with you, 
or such details as where to pick up 
the best gossip, get the cheapest 
ale etc, so perhaps he is preparing 
another 30 page epic! If not Carl, 
we would still love to hear from 
you again if you want to tell Gamer 
readers about the best spells to 
use, what magic items work best 
and who should use them, as well 
as the best methods of attacking 
the different monsters. 

We also have some tips on 
playing Ultima IV, which has long 
been one of our resident wizards 
Gordon Hamlett’s favourite 
games. Even though we kept him 
so busy this month he has not had 
time to complete the game yet he 
has still managed to compile a fair 
selection of tips to get you started. 

THE BARD'S TALE 

|Bp4 1i 11 % U 

Your quest to find and destroy 
Mangar starts in the cellar under 
the Scarlet Bard tavern. There is 
not much to keep you busy here 
but you should find some steps 
leading down into the cellars of 


Skara Brae (I8N,7E). On the first 
level are several inscriptions that 

should be noted carefully as they Aildreck appears and you must kill 
provide several clues to future it in order to gain an eye. You can 
problems. A statue of a poisonous now head for Kylearn’s castle in 
spider will animate and attack if the north east corner of the town, 
you examine it too closely. The A golem and a grey dragon 
exit to level two is I4NJ7E. block your entrance but summon- 
N.B. All the dungeons are laid ing an illusory dragon may help you 
out on a 22 x 22 grid and Carl has gain access to Harkyn’s castle. A 
given map references by calling the spell regeneration point at 11N, 15E 
south west corner of the square comes as a bit of relief and a 
point QN,0W. crystal sword (ON, 19E) doesn’t go 

Level two features more in- amiss either. Avoid the jail cells as 
scriptions and an impassable light you lose hit points and beware the 
beam. Night is the answer to your teleport at 7N,I4E which takes 
problem here, giving you access to you there. At one point, you will 
the name of a mad god. Two por- be attacked by six beserkers. Kill 
tals lead down but you also need them and take their uniforms for 
to use a levitation spell. The third disguise otherwise you will be 
level gives an important clue about attacked by the entire barracks of 
snakes, useful in your final confron- 396 men on the top level. The 
tation with Mangar. A flight of bard should sit on a chair to reveal 
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P UwCt mouth's question and you will be 

Pm f\\ given a silver one to complete your 
'• set. The stairs up are at 3N.IIE. 

I I If The stairs to third level do not 

// exist until you find a magic mouth 

/ // and say‘the seven words’. These 

■—] // C an be worked out from the rid- 

7 dies on this level. You must also 

; \\ // buy a key from a man even though 

\J the price is staggering 50.000 gold. 

x Things really start to get hairy 

on level three - Carl was attacked 
a secret door. Avoid the master by 12 demons, two red dragons, 
ninja, the stairs up are at 19N,0E. 83 gimps and an archmage. Battle 

On the first level, a magic your way past some more dragons 
mouth asks you a riddle to which to the room at 9N,20E. Answer 

the answer is shields. You are given the quiestion and gaini a f.gurine 

one as a reward. Ignore the guards which will aid you in a battle later, 
at 4N 4E as the room they are Several teleports will take you to 
guarding is empty. An old man asks 20N.IE where you can use your 
a question and the answer “vam- key to turn ail walls to doors and 
Dire” gives you access to a tele* vice versa. The portal is at tfN,ufc 
port. Pick up the silver square and leads to your final confronts- 
before climbing the stairs at tion with Mangar. 

I9N I9E. Another old man — the One of your party will become 
place is full of them — asks a possessed as you make your way 
question to which the answer is via a teleport to a simple maze. A 
“Skull Tavern”. Do not attack him greater revelation is required here 
— he will summon demons to his to reveal a secret door. Dive into 
aid Wear your disguise here to a pool of boiling liquid — it is an 
avoid the beserkers and find the illusion, it is actually a teleport, 
statue at IN.2IE. Examine the eye Walk up a passage to 25N.I0E 
and the statue will animate — it is where you see three symbols on 
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the wall. The silver ones that you KMBR1T?1TP| 
collected allow passage through a 
door where you see Mangar 40ft 

in front of you. Don’t attack him || 

yet but go east, north and then 
west through a door. Answer a 

question and you will be given As you need to travel to the app 
something to stop Mangar es- cities frequently, cross checking on Mir 
caping. Mangar will summon two information, you need to discover Hu 
greater demons and three vampire w here all the moongates are and the 
lords to help him but you should where they teleport you to. The on 
be able to capture and kill him. moongates are governed by two thr 
Finally, Kylearn appears and moons: for each phase of the first, of 


1st M2 3 0**ii6 ] 

kit * is tfci & 

km 
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moongates are governed by two three times at a shrine, providing, 
* - * * '*• * - of course, that you are worthy, 

rewards you handsomely. Hope* t h e second moon passes through you will then be granted a vision 
fully the spell of eternal winter will three and this is the clue to them, in the form of a rune, 
now disappear allowing you and When one appears — they are Many of the towns have secret 
your party through the gates of controlled by the phases of the passages. These can be found by 
Skara Brae and on to your next fj rst moon — there are three closely examining ^ the wails of 
adventure! places it will take you to, and buildings. A small s breaks up the 

where you end up depends on pattern of the bricks and you will 
ill TIMA IV which phase the second moon is find that you can walk through the 

VMiiifi in r appropriate section of the wail. 

Here are iust a few tips to get you You also need to learn how to There are also two villages to 
started on this superb game from meditate. To do this you need a be found - Paws, which lies■ sowtfc 
US Goid/Origins. rune and the appropriate mantra, of Britain, and Vesper, which lies 

The first thing is to make Careful questioning of townsfolk east, and is important because the 
T he , 1 * TdrZ «S . bind will suddIy most of the informa* Guild is here. It sells torches, gems. 
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21st CENTURY WARRIOR 
Apache U UN: 4 Ul-' 


Tior namesake. Capable 
ile aircraft on the modern 


The Apache ... Fierce and elu£ 
of defeating enemy tanks, infantry anj 
electronic battlefield. 

Gunship’s revolutionary 3-D graphics enable you. the pilot to fly into the GUf^ 
world’s hottest trouble spots ... You'll use an unbelievable array of high 
tech information and weapon systems, including lasers, video cameras, 
night viewers, radar warnings, jammers, computers, missiles, rockets, 
flares and a 30mm cannon! Successful missions will be rewarded with 
medals and rank promotions. 

Experience the danger and excitement of attack helicopter action 
your latest adventure in the ever growing line of MicroProse Simulation 
Software. 


Details of the full Microprose range 


copy/ies of GUNSHIP CBM 64/128 Cassette 


Please send 


Address. 


Name (Block Caps) 


Postcode 


Which magazine have you cut this coupon from? 
Please debit my Access/Visa Card No. 


Cheques payable to MICROPROSE SOFTWARE LIMITED, 2 Market Place, Tetbury, Glos GL8 8DA I enclose 55p postage and packing. 




















































---— ^ JOOUO O' 

.voQOOOOOOOO( 
.^uOOOOOOOOOOOOOO 
^ s/UOOOOOOOOOOOOOOOOOOC 

ooooooooooooooooooooooo 

The poor old MSX gets rough OCJO^O 

O O treatment from the computer press O O O C 
O O but does it really deserve Ian Dury 
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vX Title: Police Cadet |XvXv 

.v.; computer: c64 i*:*:*:’:*:*: 

Xv Supplier: Midas »XvXv 

'ft? Price: £8.95 &>>>>! 

Ever wanted to patrol the streets gunning down although you do get 
of New York with the city’s finest? penalised for..|MPKing innocent 
Well here’s your chance as you sign bystanders. ^ 
on at the Police Academy. The criminals or targets are the 

The course consists of four ones that are carrying guns and 
tests or semesters that can be you must $fioot them as they 
completed at fiv e d ifferent skill appear in the subway, stgal things 
levels in whiW^Su 1 h^^ar;rest the from the Ihelves of the super¬ 
hoodlums causing trobofc^market, appear at the widows of 
city. Arresting of course meSSl 1 house in a shoot-outand finally 

• •••••••••••••are caught in your searchlight on 

SCOREUNE * * * * *• ni 8 ht dut y- 

A police academy is an ideal 

Originality 40% *• settin S for a computlr game but 

mp ® ct 350/0 % surely more could have been made 

Gameplay 30% *• of such a stron 8 theme instead of 

K-Factor 35% V a s b° ot it, don’t shoot it decision 

• # making of this game that isn’t 
OVERALL 35% *• helped by it’s sub-standard blocky 

»••••••••••••• graphics. 

• ••••••••••••• 6 K 
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x Title: Henry’s Hoard XvXvl 

•I* Computer: Spectrum ****V«%V 

Supplier: Alternative Software vXvX 

X Price: £1.99 VX*X* 

•V»v«v.v//.%v.v.v.vv/.v.v.V:mY« 

The ultimate treasure — the as soon as Henry reaches them. 

Golden Hoard is ruhnoured to be The objects to be collected ind^^^p 
hidden somewhere deep within swords and axes, usually three or^ 

Bloodgore Castf& As a particularly four on each screen, 
greedy gnome, Ffenry is naturally Henry’s Hoard is a very ordin- 
keen to get his sticky little claws Jot platform game. Nothing more 
irttp it. In order to do this, he must difficult than left, right and jurqg 
first cross some fifty rooms ^ contend with. Graphics ape 
collecting over two hundred | ^mall — Manic Miner sized. Wh^t 
treasures en route. Jgp more is there to say? Gtt 

Starting off in his own home, P __■ • 

by no means a particularly friendp • 

place in itself, Henry rrtustencoun- SCORELINE % 

ter some pretty mean dwarves and • *• 

elves if x fje Js to sMceed in his # # Originality 30% # # 

quest. Some areas orthe castle are •* Impact 35% # # 

so rnean, that the programmers •* Gameplay 40% 

debited it necessary to supple- # # X-Factor 35% 

mehi the initial supply of five lives # # - - n/ 

,- OVERALL 35% *3 
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Title: Deus Ex Machina 

Computer: MSX 
Supplier: Nu Wave 

Price: £8.95 


In part two you gain power 
after having survived the pitfalls of 
the life as a soldier. Now you can 
stamp on ‘words of corruption’ 
and ‘leap over nobler sentiment’s 
(sleeve notes!). Finally, you must 
prolong your life as long as possible 
by dispersing blood clots and 
propping up your failing heartbeat. 
Eventually you die, but “you can 
begin your little life ail over again”! 

These pathetic images in this 
game are accompanied by two 
sides of audio gibberish that try to 
mask the game’s appalling game- 
play. 

This new ‘experience, now re- 
released under CRL’s weirdo Nu 
Wave label, is surely now on its last 
legs. It’s old, dull, expensive, 
boring, pretentious crud and has 
now joined all the other duffers 
that have been bunged out on the 
poor old MSX. Some duffers are 
so bad that they’re almost 
collector’s items, this one’s just 
bad. 

Tony Hetherington 


entertainment , ‘ a union of com¬ 
puter, game, film, book and LP 
record”, “the first full length com¬ 
puter movie, fully synchronised to 
a stereo soundtrack”. These, and 
a host of other bizarre and un¬ 
realistic claims, heralded the 
release of Deus Ex Machina four 
years ago. Then came the depres¬ 
sing reality of the Spectrum game. 
It’s founder’s dream — that of the 
equally bizarre Mel Croucher, 
foundered. The game was 
launched by Automata (of Pimania 
fame), into a sea of apathy. 

The “entertainment” involved 
playing computer games while 
listening to a soundtrack on 
cassette. The result was supposed 
to be a new type of experience as 
you joined Ian Dury, Jon Pertwee 
and Frankie Howerd in a story set 
in 1994 and a frightening world of 
the Defect Police. 

The game involves you using 
your computer cursor to animate 
cells in the cell producer, feed the 
speck of life knowledge in the 
memory bank, warm sluggish eggs 
in the belle bank, guide the life 
forced to the egg in the beau bank, 
keep the cocoon throbbing in the 
incubator, all before controlling 
your own birth! Then you must 
deflect the psychic probes of the 
Defect Police in the interrogation 
tank before losing your innocence 
to the lover and getting your 
performance judged as a per¬ 
centage. 


• • • • •• •••••• • • v«vr 

'••A***AA**A****AA**^««««#«t 

>£ Title: Gun Law >XvXv 

<l\» Computer: Atari 800 ’•*•*•*•*•*•*• 

•X Supplier: Mastertronic XvX*X 

•X Price: £1.99 X*X*>X 


^jpfie game starts end of 
I four months spent fighting 
I aliens, when you find yourself 
left to battle it out alone — 
everyone else is dead or gone — 
in an cutdown Commando/Who 
Dares Wins clone of a game. 

You escaped from the attack, 
on the weapon store and are left 
with a single machine gun and five 
levels of alien defences to battle 
with. 

Each level consists of a series 
of scrolling screens of trees, rocks, 
houses and fences ^ which give 
cover from alien fire. Unfortun¬ 
ately, hiding doesn’t work as more 
and more human shaped aliens 
appear on screen, sometimes as 
many as six! 

You can fire your gun and move 
in only four directions, which 
usually means that you have to 
walk in front of an alien to have 
any chance of shooting him, which 
is, of course, extremely hazardous. 

The game has the atmosphere, 
pmeplay and graphics of Com¬ 
mando — but a poor man’s ver¬ 
sion. A machine with the capabili¬ 
ties of the afc ure^ftserves 
better than JH 


*« SCORELINE 

•* Impact 45% ' 

•* Originality 30% 1 

** Gameplay 25% 1 

,* X-Factor 20% ‘ 

•! OVERALL 30% 1 
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Gameplay 
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•\ Title: Super Robin Hood •* 

I* Computer: Amstrad CPC #• 

*• Supplier: Code Masters I* 

*! Price: £1.99.*• 

♦V.Vi*iViWiV.V.VA*i^V 

I thought I’d never see another 
game like this again. The classic 2 D 
ladders and ramps, screen to 
screen scenario. It has been dbne 
to death. But Code Masters has 
been grave robbing again. 

Sarcasm aside, Super Robin 
Hood is a standard example of the 
sort of game that three or four 
years ago was appearing at full 

I price and has been produced ad 
a jnauseum by the cheapie brigade 
ever since. Now even they have 
run out of ideas. So it was with 
some interest that I started to set 

This type of game is familiar to 
all but the newest game players. A 
screen is presented with levels that 
are connected by lifts, ladders, and 
walkways — both stationary and tl 
moving. Objects need to be p 
acquired and nasties avoided. Exits M 
to other screens are sometimes > 
blocked. The object of the game 
S to either to collect a certain 
number of objects or get to rig 
room. 

In this case it is the latter — 
you play Robin Hood who is • ^ 
attempting to rescue the lady of 
his dreams — Maid Marian. You i 


good and the moving objects large 
and colourful; THe music is the 
usual rubbishy stuff that comes 
with this sort of game, although 
mercifully it can be turned off. 

The big gimmick on this game 
is digitised speech. However the 
Amstrad sound generator fjfe’t 
very good and the program needs 
to put the words on screen too for 
you to stand any chance of under¬ 
standing them. Again, this facility 
can be removed. 

On the whole this is the Sort 
of game that you take or leave as 
you see fit* I’d probably leave it, 


V Title: SAS Assault Course 

• I 0 1 

V Computer: Amstrad ’•* 

V Supplier: Atlantis C* 

V Price: £2.99.*• 

V^.V.^AV.V.V.V.V.V.V.V 

don’t any greater insult The gameplay consists of a set 

►uid be.dealt to the particular of obstacles you have to man- 
giment that this game is named oeuvre your way past by jumping, 
ter than this game. crawling, climbing, swinging, etc, 

Atlantis’ games are usually bad, and then jump off the end. You 

then go onto the next screen, and 
the next, and the next. . . 

™ As I said earlier, the game is 
little more than an exdfjfjjp 
simple ladders and ramps game, 
with crude boring graphics and no 
monsters. The price is a pound 
higher than Mastertronit and Code 
Masters, but I can’t Me how it is 
justified, given the extremely low 
quality of the game. Usually, no 
matter how bad a game is, I can 
see some section or faction of the 
games playing world that would 


that is particularly memorable and 
this has got to be one of the worst 
ever produced. 

The idea of the game is to 
complete an SAS assault course in 
as short a time as possible. What 
this actually means is that there are 
an easy 22 screen ladders and 
ramps to negotiate in a game that 
uses the SAS name in a blatant 
attempt to hype a poor game. 

The trouble is that you need a 
real game to start with and this 
one cannot by any stretch of the 
imagination be considered as much 
more than the sort of thing you 
would type^jn from a lesser maga¬ 
zine — we would probably turn it 
down! 

The game is laughingly termed 
icon controlled. Again, cashing ia 
on a current vogueish label. The 
actual system used is awkward and 
merely reduces the amount of 
screen you have to move around. 


once, I can think of 
b would want to pay 
sy for such rubbish. 

MR 

* SCORELINE • 

\ Impact 5%*i 

< Originality 15% • 

!< Gameplay 10% • 

\ X-Factor 5% • 

«OVERALL 10%; 
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Available for Spectrum, 
Commodore 64 
and Amstrad; £ 9.95 


Victory House, 
Leicester Place, 
London, WC2H7NB, 
Telephone 01439 0666 












































ROY FAWKES 


in Raiders of the 
Houses of Parliament 1 


THE GAME 

Now this is a game about a 
guy called Fawkes who tries 
to blow up the Houses of 
Parliament. The thing is, 
Guy Fawkes ended up on 
the rack and then got 
thrown on the fire. This 
game is based on his little 
known brother called Roy, 


who decided to try to 
succeed where his brother 
did not. 

As Roy you must use a 
joystick in Port Two. You 
can run left and right and 
duck and leap up to hold 
onto the ceiling. This is 
essential because arrows 
unceasingly fire your way. 

First run down the four 
secret passages to the 
barrels of gunpowder. Once 
collected you must carry 
them back to the left of the 
screen where you are 
transported to the next 
passage down. On the last 


passage you are taken to 
Level Two. 

Here are the cellars of 
the Houses of Parliament. 
With the bombs you have 
created with the gunpowder 
you must turn, leap and 
duck to the markers on the 
right of the screen. Once 
there a bomb will be set and 
lit. Again run to the left of 
the screen to go down to 
the next passage. 

When four bombs have 
been set you must go to the 
fifth passage and run for the 
exit — then watch as the 
Houses of Parliament go up. 


by ANDREW 
CLARKE 


On this Level you have a 
time limit. Fail and you get 
the guards fire a cannon at 
you — it’s quite fun to 
purposely run out of time 
just to see this! 

LOADING 

Part One contains the 
sprite data. Part Two is the 
game program. When 
LOADed and RUN sprites 
will be loaded into the 
memory by Part One. 
When it is finished NEW it 
and LOAD and RUN Part 
Two. 


0 rem**************************** 

1 REM*** ROY FAWKES IN *** 

2 REM*** RAIDERS OF THE *** 

3 REM*** HOUSES OF PARLIAMENT *** 

4 REM*** ’ BY *** 

5 REM*** ANDREW CLARKE *** 

6 REM*** PART ONE: DATA *** 

7 rem**************************** 

8 GOSUBIOO:FORS-230T0250:FORT-0TO62 
10 READW:POKES*64+T.W:NEXT:NEXT 

12 GOTO150 

100 PRINT"(CLR)":POKE53280,0:P0KE53281,0 


100 PRINT”(CLR) 
102 PRINT"(RED) 
104 PRINT"(RED) 
D) I 

106 PRINT"(RED) 
S) (OFF)(RED)I 
108 PRINT"(RED) 
ED) >-. 


I (YEL) (RVS)** *<(OFF) (RE 

I(LRED)(RVS) (OFF) (RV 
I(ORNG)(RVS) (OFF)(R 

I (BRN) (RVS) *1 (OFF) (R; 


110 PRINT"(RED) 


VS)r (OFF) (RVS)r(OPF) (RVS)^(OFF) (RED) 

I 

112 PRINT" (RED) I (YEL) (RVS) (OFF)** (RVS) 
(OFF) (RVS) (OFF) (RVS) (OFF) (RVS) (0 
FF) (RVS) (OFF) (RED) I 

114 PRINT"(RED) I(LRED)(RVS) (OFF) **(RVS 
) ^(OFF) *1 (RVS) (OFF)r ^(RVS) (OFF) (RED 
) I 

116 PRINT"(RED) 1 -1 (ORNG) (RVS) (OFF) 

(RVS) (OFF) (RED) I 

118 PRINT" (RED) I (BRN) (RVS) (OFF) 

^(RVS) (OFF) W (RED)I 
120 PRINT"(RED) I(YEL)(RVS) (OFF) 

(RED) 1 -, 

122 PRINT"(RED) I (LRED) (RVS) (OFF) 

(RVS)I* *1 (OFF) (RVS)r(OFF) (RVS)*«(OF 

F) (RVS)r(OFF) (RVS)** (OFF) (RVS)** ** (OFF 
) (RVS)r *1 (OFF) (RED) I 

124 PRINT"(RED) I(ORNG)(RVS) (OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS) (OFF) 

(RVS) (OFF) (RVS) ** (OFF)** (RVS) (OFF) 
(RVS) (OFF) (RED)I 
126 PRINT"(RED) I(BRN)(RVS) (OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS)** "I (OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS) (OFF) 

** (RVS) *1 (OFF) (RED) I 

128 PRINT"(RED) I(YEL)(RVS) (OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS) ** (OFF) (R 
VS) ^ (OFF) (RVS) (OFF)^(RVS) (OFF) (RV 
S) (OFF) (RVS) (OFF) (RED) I 

130 PRINT" (RED) I (LRED)** r *»(RVS 

) (OFF)** -*(RVS) (OFF)r "i *<(RVS) (OFF) **( 

RVS) (OFF)** *»(RVS) (OFF)**(RED) I 

132 PRINT"(RED) 1 - 


134 PRINT"(HOME)(DOWN)(DOWN)(DOWN)(DOWN) 
(DOWN)(DOWN)(RGHT)(RGHT)(RGHT)(RGHT)(RGH 
T)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(R 
GHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(LRED)BY (YEL)ANDREW CLARKE" 

136 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGH 
T)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(R 
GHT)(RGHT)(LRED)((YEL)C(LRED)) (YEL)1986 

II 

137 PRINT"(HOME)(DOWN)(DOWN)(DOWN)(DOWN) 
(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOW 
N)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(R 
GHT) (RGHT)(RGHT)(RGHT)(RGHT) (RGHT)(YEL)( 
BROTHER OF GUY)" 

138 PRINT"(HOME)(DOWN)(DOWN)(DOWN)(DOWN) 
(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOW 
N)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(D 
OWN)(DOWN)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(YEL)IN" 


140 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(YEL)RAIDERS OF 
THE" 

142 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(YEL)HOUSES OF P 
ARLIAMENT" 

144 RETURN 

150 PRINT"(CLR)(DOWN)(DOWN)(DOWN)(DOWN)( 
DOWN)(DOWN)(DOWN)(DOWN)(RGHT)(RGHT)(RGHT 
)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)DAT 
A IS NOW IN MEMORY" 

152 PRINT"(DOWN)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)NOW NEW TH 
IS PART AND LOAD AND" 

154 PRINT"(DOWN)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)RUN PART T 

WO_" 

156 END 

29998 REM ALL SPRITE DATA IS HERE 

30000 REM *** RF RIGHT/STILL 

30001 DATAO,32,0,0,168,0,0 

30002 DATA168,0,2,170,0,0,172 

30003 DATAO.0,191,0,0,252,0 

30004 DATAO,48,0,0,164,0,2 

30005 DATA180,0.2,183,192,2,191 

30006 DATAO,2,148,0,2,148,0 

30007 DATA2,148,0,2,168,0,0 

30008 DATA160,0,0,128,0,0,128 

30009 DATAO,0,128,0,0,160,0 

30010 REM *** RF RIGHT/WALK 1 

30011 DATAO,32,0,0,168,0,0 

30012 DATA168,0,2,170,0,0,172 

30013 DATAO,0,191,0,0,252,0 

30014 DATAO,48,0,0,164,0,2 

30015 DATA180.0,10,124,0,43,95 
300X6 DATAO,175,87,192,160,84,0 
30G17 DATA128,84.0,0,168,0,0 

30018 DATA168,0,2,138,0,10,2 

30019 DATA160,8,0,128,2,0,0 

30020 REM *** RF RIGHT/WALK 2 

30021 DATAO,32,0,0,168,0,0 

30022 DATA168,0,2,170,0,0,172 

30023 DATAO,0,191,0,0.252,0 




















































30024 DATAO,48,0,0,164;0,2 

30025 DATA180.0,10,244,0,43,215 

30026 DATAO,175,87,192,160,84,0 

30027 DATA128,84,0.0,168,0,0 

30028 DATA168,0,0,42,0,0,10 

30029 DATAO,0,42,0,0,32,128 

30030 REM *** RF LEFT/STILL 

30031 DATAO, 32, 0,0, 168,0,0 

30032 DATA168,0,2,170,0,0,232 

30033 DATAO, 3,248,0,0,252,0 

30034 DATAO,48,0,0,104,0,0 

30035 DATA122,0,15,122,0,3,250 

30036 DATAO, 0,90,0,0,90,0 

30037 DATAO,90,0,0, 170,0.0 

30038 DATA40,0,0,8,0,0,8 

30039 DATAO,0,8,0,0,40,0 

30040 REM *** RF LEFT/WALK 1 

30041 DATAO, 32,0,0,168,0,0 

30042 DATA168,0,2,170,0,0,232 

30043 DATAO,3,248,0,0,252,0 

30044 DATAO,48,0,0,104,0,0 

30045 DATA122,0,0,246,128,3,215 

30046 DATA160,15,87,232,0,84,40 

30047 DATAO,84,8,0,168,0,0 

30048 DATA168,0,2,138,0,42,2 

30049 DATA129,8,0,128,0,2,0 

30050 REM *** RF LEFT/WALK 2 

30051 DATAO,32,0,0,168,0,0 

30052 DATA168,0,2,170,0,0,232 

30053 DATAO, 3,248, 0,0, 252,0 

30054 DATAO,48,0,0,104,0,0 

30055 DATA122,0,0,126,128,3,95 

30056 DATA160,15,87,232,0,84,40 

30057 DATAO,84,8,0,168,0,0 

30058 DATA168,0,2,160,0,2,128 

30059 DATAO, 2,160,0,8,32,0 

30060 REM *** RF KO'D 

30061 DATA65,17,4,0,0,0,4 

30062 DATA32,64,64,168,4,0,168 

30063 DATAO,2,170,0,16,184,16 

30064 DATAO,252,0,48,252,48,60 

30065 DATA48,240,15.155,192,3,103 

30066 DATAO,2,86,0,2,86,0 

30067 DATA2,86,0,2,86,0,10 

30068 DATA86,128,138,170,136,138,170 

30069 DATA136.170,170,168,170,170,168 

30070 REM *** RF RIGHT/DOWN 

30071 DATAO,0,0,0,0,0,0 

30072 DATAO,0,0,0,0,0,0 

30073 DATAO,0,0,0,0,0,0 

30074 DATAO,0,0,0,0,0,0 

30075 DATAO,0,0,0,0,0,0 

30076 DATA32,0,0,168,0,0,168 

30077 DATAO,2,170,0,0,172,2 

30078 DATA170,191,170,170,252,170,173 

30079 DATA192,138,159,64,138,87,252 

30080 REM *** RF RIGHT/UP 

30081 DATA8,48,10,42,48,2,42 

30082 DATA48,10,170,176,40,43,48 

30083 DATA160,47,241,160,63,117,128 

30084 DATA14,245,128,10,213,0,2 

30085 DATA148,0,2,128,0,2,128 

30086 DATAO,2,128,0,2,128,0 

30087 DATA2,128,0,2,128,0,0 

30088 DATAO,0,0,0,0,0,0 

30089 DATAO,0,0,0,0,0,0 

30090 REM *** RF LEFT/DOWN 

30091 DATAO,0,0,0,0,0,0 

30092 DATAO,0,0,0,0,0,0 

30093 DATAO,0,0,0,0,0,0 

30094 DATAO,0,0,0,0,0,0 

30095 DATAO,0,0,0,0,8,0 

30096 DATAO,42.0,0,42,0,0 

30097 DATA170,128,0,58,0,0,254 

30098 DATA170,128,63,170,170,3, 122 

30099 DATA170,1,246,162,63,213,162 

30100 REM *** RF LEFT/UP 


30101 DATA160,12,32,128,12,168,160 

30102 DATA12,168,40,14,170,10,12 

30103 DATA232,10,79,248,2,92,252 

30104 DATA2.95,176,0,87,160,0 

30105 DATA22,128,0,2,128,0,2 

30106 DATA128,0,2,128,0,2,128 

30107 DATAO,2,128,0,2,128,0 

30108 DATAO,0,0,0.0,0,0 

30109 DATAO, 0,0,0.0,0,0 
30tl0 REM *** CANNON 

30111 DATAO,0,0,0,0,0,0 

30112 DATAO,0,0,0,0,0,0 

30113 DATAO,0,0,0,0,0,0 

30114 DATAO,0,0,0,0,0,117 

30115 DATA215,68,117,215,84,117»215 

30116 DATA80,118,171,64,2,170,0 

30117 DATA2,170,128,2,170,160,2 

30118 DATA170,170,3,170,186,12,192 

30119 DATA204,12,192,204,3,0,48 

30120 REM *** EX # 1 

30121 DATAO,0,0,0,0,0,0 

30122 DATAO,0,0,32,0,16,0 

30123 DATA16,4,32,64,129,1,8 

30124 DATA32,0,32,0.100,0.18 

30125 DATA2,16,4,16,64,72,100 

30126 DATA132,4,16,64,18,2,16 

30127 DATAO,100,0,32,0,32,129 

30128 DATA1,8,4,32,64,16,0 

30129 DATA16,0,32,0,0,0,0 

30130 REM *** EX # 2 

30131 DATAO,0,0,0,0,0,0 

30132 DATAO,0,64,32,4,0,0 

30133 DATAO,0,32,0,129,17,8 

30134 DATA8,68,128,24,32,144,0 

30135 DATAO,0,18,34,16,136,136 

30136 DATA136,18,34,16,0,0,0 

30137 DATA24,32,144,8,68,128,129 

30138 DATA17,8,0,32,0,0,0 

30139 DATAO,64,32,4,0.0,0 

30140 REM *** EX # 3 

30141 DATAO,0,0,0,0,0,0 

30142 DATAO,0,0,32,0,33,33 

30143 DATA32,8,136,128,17,1,16 

30144 DATA8,16.128,40,0,160,9 

30145 DATA33,128,16,0,16,160,136 

30146 DATA40,16,0,16,9,33,128 

30147 DATA40,0,160,8,16,128,17 

30148 DATA1,16,8,136,128,33,33 

30149 DATA32,0,32,0,0,0,0 

30150 REM *** EX # 4 

30151 DATAO,0,0,0,0,0,0 

30152 DATAO,0,0,0,0,4,16 

30153 DATA64,32,0,32,0,32,0 

30154 DATA64,0,4,2,2,0,0 

30155 DATAO,0,0,0,0,136,0 

30156 DATA136,0,0,0,0,0,0 

30157 DATA2,2,-0,64,0,4,0 

30158 DATA32,0,32,0,32,4,16 

30159 DATA64,0,0,0,0,0,0 

30160 REM *** GUNPOWDER BARREL 

30161 DATAO,48,0,0,220,0,3 

30162 DATA87.0,13.85,192,13,85 

30163 DATA192,11,223,128,42,186,160 

30164 DATA58,170,176,174,170,232,171 

30165 DATA239,168,234,186,172,186,170 

30166 DATA184,174,170,232,171,239,168 

30167 DATA42,186,160,42,170,160,10 

30168 DATA170,128,14,170,192,3,239 

30169 DATAO,0,48,0,0,0,0 

30170 REM *** BOMB 

30171 DATAO,68,0,1,17,0,7 

30172 DATA119,64,16,16,16,1,17 

30173 DATAO,16,48,16,0,48,0 

30174 DATAO,32,0,2,170,0,10 

30175 DATA170,128,10,170,128,10,170 

30176 DATA128,10,170,128,2,170,0 

30177 DATAO,168,0,0,0,0,0 
9 ^ 
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30178 DATAO,0,0,0,0,0,0 

30179 DATAO,0,0,0,0,0,0 

30180 REM *** SPEAR TOP 

30181 DATA2,0,0,4,0,0,12 

30182 DATAO,0,63,255,255,12,0 

30183 DATAO,4,0,0,2,0,0 

30184 DATAO,0,0,0,0,0,0 

30185 DATAO,0,0,0,0,0,0 

30186 DATAO,0,0,0,0,0,0 

30187 DATAO,0,0,0,0,0,0 

30188 DATAO,0,0,0,0,0,0 

30189 DATAO,0,0,0,0,0,0 

30190 REM *** SPEAR BOTTOM 

30191 DATAO,0,0,0,0,0,0 

30192 DATAO.0.0,0,0,0.0 

30193 DATAO,0,0,0,0,0,0 

30194 DATAO,0,0,0,0,0,0 

30195 DATAO,0,0,0,0,0,0 

30196 DATAO,0,0,0,0,0,0 

30197 DATA2,0,0,4,0,0,12 

30198 DATAO,0,63,255,255,12,0 

30199 DATAO,4,0,0,2,0,0 

30200 REM *** CANNON BALL 

30201 DATAO,0,0,0,0,0,0 

30202 DATAO,0,0,0,0,0,0 

30203 DATAO,0,0,0,0,0,0 

30204 DATAO,0,0,0,0,0,0 

30205 DATA16,0,0,56,0,0,124 

30206 DATAO,0,124,0,0,56,0 

30207 DATAO,16,0,0,0,0,0 

30208 DATAO,0,0,0,0,0,0 

30209 DATAO,0,0,0,0,0,0 


0 REM**************************** 

1 REM*** ROY FAWKES IN *** 

2 REM*** RAIDERS OF THE *** 

3 REM*** HOUSES OF PARLIAMENT *** 

4 REM*** BY *** 

5 REM*** ANDREW CLARKE *** 

6 REM*** PART TWO: MAIN GAME *** 

7 REM**************************** 

8 GOSUBIOO:FORT-1T04000:NEXT 
12 V-53248 : GOSUB200 : SC-0 : FL=3 

14 GOSUB150:POKE2040,230:POKE2041,246 

16 POKE2042,246:POKE2043,246 

18 POKE2044,246:POKE2045,248 

20 POKEV+38,10;POKEV+37,15 

22 POKEV+39,2:FORT-V+40TOV+43:POKET,9:NE 

XT:POKEV+44,12:POKEV+23,0 

24 POKEV+16,62:FORT-V+2TOV+8STEP2:POKET, 

60:NEXT:POKEV+29,0 

26 POKEV+1,76:POKEV,30:X-30 

28 POKEV+3,76:P0KEV+5,124:GOSUB800 

30 POKEV+7,172:P0KEV+9,220 

32 POKEV+IO,255:POKEV+11,78:GOSUB400 

36 POKEV+28,31:POKEV+21,63:D-l:B = 0 

38 MSB-0:D-l:Z-0:POKEV+30,0:GS-1 

40 JS-PEEK(56320):GOSUB410 

42 IFJS-126ANDD-1THENPOKE2040,238 

43 IFJS-126ANDD-2THENPOKE2040,240 

44 IFJS-125ANDD-1THENPOKE2040,237 

45 IFJS-125ANDD-2THENPOKE2040,239 

46 IFJS-123THENX-X—5:D-2:GOSUB504 
48 IFJS-119THENX-X+5:D-1:GOSUB500 

50 IFJS-127ANDD-1THENPOKE2040,230 

51 IFJS-127ANDD-2THENPOKE2040,233 

52 IFMSB-0ANDX>255THENX-X~255:POKEV+16,( 
PEEK(V+16)+1):MSB-1:POKEV,X 

54 IFMSB-1ANDXC0THENX-X+255:POKEV+16,(PE 

EK(V+16)-1):MSB-0:POKEV,X 

56 IF(MSB-OANDX< 20)ANDZ-0THENX-20 

58 IF(MSB-OANDX<20)ANDZ-1THEN720 

60 lFMSB-lANDX>65THENX-65 

62 CO-PEEK(V+30):IF(C0AND1)-1THENGOSUB70 

0:IFDE-1THENDE-0:GOTO14 


:POKE53280,0:P0KE53281,0 


I(YEL)(RVS )r ^(OFF)(RE 


I(LRED)(RVS) (OFF) 


(RV 


I(ORNG)(RVS) 


(OFF)(R 


64 IF(MSB-OANDZ-1)ANDX<0THEN720 
92 POKEV,X 
98 GOT040 
100 PRINT"(CLR) 

102 PRINT"(RED) 

104 PRINT"(RED) 

D) I 

106 PRINT"(RED) 

S) (OFF) (RED) I 
108 PRINT"(RED) 

ED) 1 -i 

110 PRINT"(RED) I(BRN)(RVS) ^(OFF) (R 
VS )r ^(OFF) (RVS) * (OFF) (RVS) ""I (OFF)(RED) 

I 

112 PRINT"(RED) I(YEL)(RVS) (OFF)^(RVS) 
(OFF) (RVS) (OFF) (RVS) (OFF) (RVS) (0 
FF) (RVS) (OFF)(RED)I 

114 PRINT"(RED) I(LRED)(RVS) (OFF) ^(RVS 
) **(OFF) (RVS) (OFF)r ^(RVS) (OFF) (RED 
) I 

116 PRINT" (RED) ■-1 (ORNG) (RVS) (OFF) 

(RVS) (OFF)(RED)I 

118 PRINT"(RED) I(BRN)(RVS) ^(OFF) 

^ (RVS) (OFF) r (RED)I 

120 PRINT"(RED) I(YEL)(RVS) (OFF) 

(RED) 1 -—--i 

122 PRINT"(RED) I(LRED)(RVS) (OFF) 

(RVS)^ ^(OFF) (RVS) V (OFF) (RVS)^(OF 

F) (RVS)r(OFF) (RVS)(OFF) (RVS)r ^(OFF 
) (RVS)T ^(OFF)(RED)I 

124 PRINT"(RED) I(ORNG)(RVS) (OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS) (OFF) 

(RVS) (OFF) (RVS) r (OFF )W (RVS) (OFF) 
(RVS) (OFF) (RED)I 
126 PRINT"(RED) I(BRN)(RVS) (OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS)r ^(OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS) (OFF) 
^(RVS) ^(OFF)(RED)I 
128 PRINT"(RED) I(YEL)(RVS) (OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS) r (OFF) (R 
VS) ^ (OFF) (RVS) (OFF)^(RVS) ^(OFF) (RV 
S) (OFF) (RVS) (OFF) (RED) I 

130 PRINT" (RED) l(LRED)^ r ^(RVS 

) (OFF)r ^(RVS) (OFF)r ^ ^(RVS) (OFF) ^( 
RVS) (OFF)r ^(RVS) (OFF)^(RED)I 
132 PRINT"(RED) 1 - 


134 PRINT"(HOME)(DOWN)(DOWN)(DOWN)(DOWN) 
(DOWN)(DOWN)(RGHT)(RGHT)(RGHT)(RGHT)(RGH 
T)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(R 
GHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(LRED)BY (YEL)ANDREW CLARKE" 

136 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGH 
T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R 
GHT)(RGHT)(LRED)((YEL)C(LRED)) (YEL)1986 

ii 

137 PRINT"(HOME)(DOWN) (DOWN) (DOWN) (DOWN) 
(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOW 
N) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (R 
GHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(YEL)( 
BROTHER OF GUY)" 

138 PRINT"(HOME)(DOWN)(DOWN)(DOWN)(DOWN) 
(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOW 
N)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(D 
OWN)(DOWN)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(YEL)IN" 

140 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(YEL)RAIDERS OF 
THE" 

142 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(YEL)HOUSES OF P 
ARLIAMENT" 

144 RETURN 

150 PRINT"(CLR):POKE53280,0:POKE53281, 
0 

152 F0RT=1T04 
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154 PRINT" (RVS) (BLU) T yrrm- n-r n-r T rrrrrT 

156 PRINT" (UP) (RVS) (BLU) 

I I I I I I I HI II I I I I I I H +- H-+ " 

158 PRINT" (UP) (RVS) (BLU) 

. . .. ■ i i i i i i i i " 

160 PRINT"(DOWN)NEXT 

162 F0RT-1984T02023 

164 POKET,242:POKET+54272,6:NEXT 

166 RETURN 

200 PRINT"(CLR)(DOWN)(RGHT)(RGHT)(RGHT)( 
RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT 
)(YEL)ROY FAWKES" 

202 PRINT"(RGHT)(RGHT) (RGHT) (RGHT)( RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(LGRN) 
-(DOWN)" 

204 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(YEL)YOUR (LRED)BROTHER FAILED ON NOVEMB 
ER 5" 

206 PRINT"SO YOU -(YEL)ROY FAWKES(LRED)- 
MUST TRY TO BLOW UP" 

208 PRINT'THE HOUSES OF PARLIAMENT." 

210 PRINT"(DOWN)(YEL)(RGHT)(RGHT)(RGHT)( 
RGHT)(RGHT)FIRST (LRED)YOU MUST RUN DOWN 
FOUR SECRET" 

212 PRINT”(UP)PASSAGES AND RETRIEVE THE 
DRUMS OF GUN-" 

214 PRINT"POWDER TO MAKE YOUR BOMB." 

216 PRINT"(DOWN)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(YEL)DUCK (LRED)OR (YEL)JUMP(LRED) 
THE ARROWS THAT COME" 

218 PRINT"YOUR WAY." 

220 PRINT"(DOWN)(YEL)(RGHT)(RGHT)(RGHT)( 
RGHT)(RGHT)THEN (LRED)TO THE (YEL)HOUSES 
OF PARLIAMENT’S" 

222 PRINT"CELLARS(LRED) AND PLANT THE BO 
MB. AVOID THE". 


A 1 L 


224 PRINT"CANNON BALLS AND ARROWS TO ESC 
APE AND" 

226 PRINT"CHANGE THE COURSE OF HISTORY." 
228 PRINT"(DOWN)(DOWN)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(YEL)(RVS)PRESS FIRE BUTTON 
TO PLAY" 

230 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(LGRN)(RVS)JOYSTICK IN PORT TWO PLEASE" 
232 IFPEEK(56320)< >111THEN232 
234 RETURN 

400 G-INT(2*RND(1))+1:GOSUB830:GS-1 

402 IFG-1THENPOKE2045,248 

404 IFG-2THENPOKE2045.249 

406 Y-110:POKEV+16,(PEEK(V+16)OR32):POKE 

V+10,Y 

408 POKEV+21.(PEEK(V+21)OR32):RETURN 
410 Y-Y-20 

412 IFY<0ANDGS-1THENY-Y+255:POKEV+10.Y:P 

OKEV+16,(PEEK(V+16)-32):GS-0 

414 IFYCOANDGS-OTHENPOKEV+21,(PEEK(V+21) 

-32):GOSUB400 

416 POKEV+IO.Y:RETURN 

500 IFPEEK(2040)-231THENPOKE2040,232:RET 
URN 

502 POKE2040.231:RETURN 

504 IFPEEK(2040)-234THENPOKE2040,235:RET 
URN 

506 POKE2040,234:RETURN 

700 IF(COAND2)-2THENPOKEV+21,61:SC-SC+10 

00:POKEV+30,0:Z-l:GOSUB820:RETURN 

702 IF(C0AND4)-4THENP0KEV+21,57:SC-SC+10 

00:POKEV+30,0:Z-l:GOSUB820:RETURN 

704 IF(COAND8)-8THENPOKEV+21.49:SC-SC+10 

00:POKEV+30,0:Z-l:GOSUB820:RETURN 

706 IF(COAND16)-16THENPOKEV+21,33:SC-SC+ 

1000:POKEV+30,0:Z-l:GOSUB820:RETURN 

708 IF(COAND32)-32THENPOKE2040.236:FL-FL 

-1:GOSUB810:GOSUB900:DE-1:RETURN 

710 RETURN 

720 B-B+l-.Z-O: POKEV+16,62 

722 IFB-1THENPOKEV+1,124:POKEV+11.126:P0 

KEV.20 


T 


724 IFB-2THENPOKEV+1,172:POKEV+11,174 rPO 
KEV.20 

726 IFB-3THENPOKEV+1,220:POKEV+11,222:PO 
KEV.20 

728 IFB-4THENPOKEV+21,0:GOTOIOOO 
730 GOT038 

799 REM *** SOUND ROUTINES 

800 F0RC-54272T054296:POKEC,0:NEXT 
802 VO-54296:AT-54277:WA-54276 

804 SU-54278:HF-54273:LF-54272 
806 POKEAT,32:POKESU,255:POKEWA,65 

808 POKELF+3.8:RETURN 

809 REM *** DEFEAT WHISTLE 

810 POKEWA,65:POKEVO,15 
812 FORT-255TOOSTEP-1 

814 POKEHF,T:NEXT:GOSUB800:RETURN 

819 REM *** VICTORY WHISTLE 

820 POKEWA,65:POKEVO,15 
822 FORT-0TO255 

824 POKEHF,T:NEXT:GOSUB800:RETURN 

829 REM *** ARROW FIRED NOISE 

830 POKEWA,129:POKEVO,15 

832 POKEHF.70:FORT-1T010:NEXT 
834 GOSUB800:RETURN 

839 REM *** EXPLOSION 

840 POKEWA.129:POKEVO,15 
842 POKEHF,T-240:RETURN 

849 REM *** CANNON FIRE 

850 POKEWA,129:POKEVO,15 
852 POKEHF,3:RETURN 

900 POKEV+21,0 
902 PRINT"(CLR)" 

904 PRINT”(DOWN)(DOWN)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(WHT)HARD LUCK ROY FAW 
KES!!!!“ 

906 PRINT"(DOWN)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(LRED)YOU HAVE A SCORE OF(YE 
L)";SC;"POINTS" 

908 IFFL<-0THEN920 

910 PRINT"(DOWN)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(LGRN)FOR ANOTHER INFAMOUS A 
TTEMPT" 

912 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(LBLU)(RVS)PRESS FIRE" 

914 IFPEEK(56320)< >111THEN914 
916 RETURN 

920 PRINT"(DOWN)(DOWN)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(WHT)AND YOU ARE OUT 0 
F LIVES!! ! ! " 

922 PRINT"(DOWN)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(WHT)(RVS)TO PLAY AGAIN PRES 
S FIRE" 

924 IFPEEK(56320)< >111THEN924 
926 CLR:RUN8 


1000 PRINT"(CLR)":POKE53281,0:POKE53280, 

0 

1002 PRINT"(DOWN)(DOWN)(DOWN)(DOWN)(RGHT 
)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(LRED)WEL 
L DONE!!!!" 

1004 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT 
)(RGHT)(LGRN)YOU HAVE OBTAINED ENOUGH " 
1006 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT 
) (RGHT) (LGRN)GUNPOWDER TO MAKE YOUR BOMB 
S." 

1008 PRINT"(DOWN)(RGHT)(RGHT)(RGHT)(RGHT 
)(RGHT)(RGHT)(LBLU)NOW PUT THEM IN THE C 
ELLARS OF" 

1010 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT 
)(RGHT)(LBLU)THE (WHT)HOUSES OF PARLIAME 
NT (LBLU)AND" 

1012 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT 
)(RGHT)(LBLU)SAVE YOURSELF FROM THE RACK 

1014 PRINT"(DOWN)(DOWN)(RGHT)(RGHT)(RGHT 
)(RGHT)(RGHT)(RGHT)(LRED)SCORE -”;SC 
1016 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT 
)(RGHT)(LRED)LIVES -”;FL 
1018 PRINT"(DOWN)(DOWN)(RGHT)(RGHT)(RGHT 
)(RGHT)(RGHT)(£GHT)(RVS)(WHT)PRESS FIRE 
TO PLAY" 

1020 IFPEEK (56320) 0111THEN1020 
1022 GOSUB1200 

1024 V-53248:POKE2040,230:GOSUB800:POKEV 
+30,0:B-0 

1026 POKE2041,241:POKE2042,250 
1028 FORT-2043T02046:POKET,247:NEXT 
1030 POKE2047,248:P0KEV+13,162:P0KEV+15, 
62 

1032 POKEV+16,254:POKEV+28,123 
1034 POKEV+40,9:POKEV+41,7:POKEV+46,7 
1036 F0RT-V+42T0V+45:POKET,8:NEXT 
1040 POKEV 30- POKEV+1,60: POKEV+7,66 : NA-0 
1042 POKEV+2,90:POKEV+3,62:POKEV+9,98 
1044 POKEV+4,90:POKEV+5,62:POKEV+11,130 
1046 FORT-V+6TOV+12STEP2:POKET,48:NEXT 
1048 POKEV+21,7:GS-1:X-30:GOSUB1400:POKE 
V+30,0:BN-800 

1050 JS-PEEK(56320):BN-BN-1:IFNA-OTHENGO 
SUB1410 

1052 IFJS—126ANDD-1THENPOKE2040,238 | 

1053 IFJS-126ANDD-2THENPOKE2040,240 

1054 IFJS-125ANDD-1THENPOKE2040,237 

1055 IFJS-125ANDD-2THENPOKE2040,239 

1056 IFJS-123THENX-X-5:D-2:GOSUB504 
1058 IFJS-119THENX-X+5:D-1:GOSUB5 00 

1060 IFJS-127ANDD-1THENPOKE2040,230 

1061 IFJS-127ANDD-2THENPOKE2040,233 

1062 IFX<20ANDZ-OTHENX-20 I 
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1800 POKEV+23,0:P0KEV+29,0 

1802 F0RT-242T0245:FORS-2043T02046:G0S! 

840 

1804 POKES,T:FORK-1TO50:NEXT:NEXT:NEXT 
1806 POKEVO,0:GOT01950 
1900 PRINT"(HOME) (WHT)OH DEAR ME!!!!!! 
1902 POKEV+21,7:FORT-90TO30STEP-l 
1904 POKEV+2,T:P0KEV+4.T:NEXT 


1064 IFX<20ANDZ-1THEN1720 

1066 IFX>255ANDNA-0THENX-255:GOSUB1700 

1068 IFX>255ANDNA-lTHENX“X-255:POKEV+16, 

(PEEK(V+16)OR1):POKEV,X:MSB-3 

1070 IFMSB-3ANDX>«100THEN1800 

1072 CO-PEEK(V+30):IF(COAND1)-1THENGOSUB 

1300:IFDE-1THENDE-0:GOTO1022 

1092 POKEV,X:PRINT"(HOME)(LRED)TIMER(YEL 

):";BN 

1094 IFBN<-0THEN1900 
GOT01050 

REM *** SCREEN DEUX 

PRINT"(CLR)";:POKE53280.0:POKE53281 


1096 

1199 

1200 

.0 

1202 

1204 


(OFF) (RV 
(RVS) I I I( 


(OFF) 


1400 

1402 

1404 

1406 


FORT-1TO20 

PRINT"(GRN) (RVS) I I 

S) I I I (OFF) (RVS) I I I (OFF) 

OFF) (RVS) III" 

1206 NEXT 

1208 PRINT"(HOME)";:F0RT=1T06 
1210 PRINT"(BLU)(RVS) 

(LBLU)O(BLU) 

1212 PRINT"(DOWN)(DOWN)":NEXT 
1214 PRINT"(YEL)(HOME)(DOWN)(DOWN)(DOWN) 
(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOW 
N)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(D 
OWN) (RGHT)(RGHT) (RGHT) (R.GHT) (RGHT) (RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGH 

T) (RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(R 
GHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT) 
(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)WAY 
OUT" 

1216 RETURN 

1300 IF(COAND128)-128THENPOKE2040,236:FL 
-FL-1:GOSUB810:GOSUB900:DE-1:RETURN 
1302 RETURN 

G-INT(2*RND(1))+1:GOSUB830:GS-1 
IFG-1THENPOKE2047,248 
IFG-2THENPOKE2047,249 
Y-110:POKEV+16,(PEEK(V+16)OR128):PO 
KEV+14,Y 

1408 POKEV+21,(PEEK(V+21)OR128) : RETURN 
1410 Y-Y-20 

1412 IFY<0ANDGS-lTHENY-Y+255:P0KEV+14,Y: 

POKEV+16,(PEEK(V+16) —128):GS-0 

1414 IFY<OANDGS-OTHENPOKEV+21,(PEEK(V+21 

)-128):GOSUB1400 

1416 POKEV+14,Y:RETURN 

1700 Z-l 

1702 IFPEEK(V+l)-60THENPOKEV+21,(PEEK(V+ 
21)OR8):SC-SC+5000 

1704 IFPEEK(V+l)-92THENPOKEV+21,(PEEK(V+ 
21)ORl6):SC-SC+5000 

1706 IFPEEK(V+1)-124THENPOKEV+21,(PEEK(V 
+2DOR32) :SC-SC+5000 

1708 IFPEEK(V+l)-156THENPOKEV+21,(PEEK(V 
+2DOR64) :SC-SC+5000 
1710 RETURN 

1720 B-B+l:Z-0:POKEV+16,254:GS=1 

1722 IFB-1THENPOKEV+1.92:POKEV+15,94:POK 

EV,20:POKEV+3,94:POKEV+5,94 

1724 IFB-2THENPOKEV+1,124:POKEV+15,126:P 

OKEV,20:POKEV+3,126:POKEV+5,126 

1726 IFB-3THENP0KEV+1,156:POKEV+15,158:P 

OKEV,20:POKEV+3,158:POKEV+5,158 

1728 IFB-4THENP0KEV+1,188:NA-1:POKEV,20: 

POKEV+21,127:POKEV+3,190:POKEV+5,190 

1730 GOT01050 

POKEV+23,0:POKEV+29,0 
F0RT-242T0245:FORS-2043T02046:GOSUB 


1906 FORT-lT05t)0:NEXT:GOSUB850 

1908 FORT-30TOOSTEP-1:POKEV+4,T:NEXT 

1910 POKEV+16,2:POKEV+4,255:POKEVO,0 

1912 FORT-255TOXSTEP-1:POKEV+4,T:NEXT 

1914 F0RT-242T0245:G0SUB840 

1916 POKE2040,T:POKE2042 ,T 

1918 FORS-ITOIOO:NEXT:NEXT 

1920 FORT-15TOOSTEP-.05:POKEVO,T:NEXT 

1922 FL-FL-1:GOSUB900:GOTO1022 

1950 V-53248:POKEV+21,0:PRINT"(CLR)":GOS 

UB800:SC-SC+10000 

1960 PRINT"(DOWN)(DOWN)(LGRN) SIDE-0 

N VIEW OF LONDON 

1962 PRINT"(DOWN)(DOWN)(DOWN)(DOWN)(DOWN 
) (GRN) (RVS) (OFF) (RVS) ( 

OFF) (RVS) " 

1964 PRINT" (RVS) (OFF) (RVS) ( 

OFF) (RVS) (OFF) (RVS) (OFF) (RVS) 
1966 PRINT" (RVS) (OFF) (RVS) (OFF 


(OFF) (RVS) 


(WHT) t 


(LBLU)HOU 


) (RVS) (OFF) (RVS) 

(OFF) (RVS) " 

1968 PRINT" (RVS) 

(OFF)" 

1970 PRINT"(RVS) 

(OFF) 

T" 

1972 PRINT" (LRED)YOU 

SES OF PARLIAMENT" 

1974 PRINT" (LRED)ARE" 

1976 PRINT" HERE" 

1978 FORT-1TO500:NEXT:POKEV+16,0 
1980 POKEV+1,110:POKEV,135:POKEV+23,1 
1982 POKEV+28,1:POKE2040,242:POKEV+29,1 
1984 POKEV+21,1:F0RT-242T0245:GOSUB840 
1986 POKE2040,T:FORK-1T0200:NEXT:NEXT 
1988 FORT-15TOOSTEP-.01:POKEVO,T:NEXT 
1990 POKEV+21,0:PRINT"(CLR)" 

1992 PRINT"(DOWN)(DOWN)(DOWN)(RGHT)(RGHT 
)(RGHT)(RGHT)(WHT)WELL DONE!!!" 

1994 PRINT"(RGHT)(RGHT) (RGHT) (RGHT)YOU D 
ID IT!!!!" 

1996 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(YEL) 
SCORE:(WHT)";SC 

2000 PRINT"(DOWN)(DOWN)(DOWN)(RGHT)(RGHT 
)(RGHT)(RGHT)(RVS)(LRED)PRESS FIRE TO PL 
AY AGAIN.SAM" 

2002 IFPEEK(56320)< >111THEN2002 
2004 CLR:RUN8 


n you’ve parred the 
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M achine code scrolling and 
sound effects make this 
fast action game for the 
Spectrum extra compulsive. 

In future years, the crime 
rate is such that a prison 
satellite has been constructed to 
house the Earth’s criminals. 
However, after a daring revolt 
against their guards, they have 
taken to the life pods and are 
falling towards Earth. Your job is 
to blast them out of the sky 
before they hit the atmosphere 
with your front and rear lasers 
in a Defender type game. Happy 
hunting. 


1 POKE 23658,8 

2 GO SUB 1000 

3 INK 7: PAPER 0: BORDER 0: C 
LS 

10 BORDER 4s CLS 

11 FOR P=0 TO 40s BEEP .001,Ps 
NEXT P 

20 PRINT AT 4,11; INK 4;”PRESE 
NTING" 

30 PRINT AT 6,8; BRIGHT 1;"COS 
NIC JAILBREAK" 

40 PRINT AT 8,1; INK 3;"WRITTE 
N BY EUGENE N0RRIS1986" 

41 PRINT AT 14,3; INK 3;"PRESS 
ANY KEY TO CONTINUE." 

49 IF INKEY$="" THEN GO TO 49 

50 CLS s PRINT AT 0,0; INK 2;" 
IN THE YEAR 1989 THE WORLD'S"s P 
RINT INK 2;"CRINE RATE ROSE BY 
10007.."; PRINT INK 2; "BECAUSE 0 
F THIS A HUGE PRISON " 

51 PRINT INK 2;"WAS CREATED I 
N SPACE.": PRINT INK 2;"THE ONL 
Y WAY ,OUT OF THIS PRISON": PRINT 

INK 2;"IS VIA A SMALL AIR DUCT 

it 

52 PRINT INK 2; "INTELLIGENCE 
SOURCES TELL US": PRINT INK 2:" 
THAT A HOARDE OF PRISONS ARE ": 
PRINT , INK 2;"GOING TO ATTEMPT A 
N ESCAPE VIA":- PRINT INK 2;"THI 
S AIR DUCT, USING ONE MAN": PRIN 
T INK 2;"ESCAPE PODS." 

53 PRINT INK 2;"YOU HAVE BEEN 
ASSIGNED TO STOP": PRINT INK 2 

;"THIS ESCAPE FROM HAPPENING BY" 


PRINT INK 




'TERMINATING THE 


PODS AS THEY”: PRINT INK 2:"COM 
E UP THE AIR DUCT." 

54 PRINT INK 2;"YOU HAVE IN Y 
OUR POSESSION AN": PRINT INK 2; 
"INTERCEPTOR I^KII GUN SHIP WHICH 
": PRINT INK 2;"IS EQUIPPED WIT 
H FOWARD AND REAR": PRINT INK. 2 
; "LASER' CANNONS. " 

55 PRINT INK 2;"YOU MUST USE 
THIS TO STOP THE ": PRINT INK 2 
;"JAILBREAK." 

60 PRINT "PRESS ANY KEY." 

61 IF INKEYf-"" THEN GO TO 61 

70 CLS : PRINT INK 2;"CONTROL 
S. » 

71 PRINT : PRINT "MOVE UP. 

.A": PRINT-.; PRINT "MOVE DOW 

N. Z " 

80 PRINT : PRINT "FIRE REAR LA 
SfeR..N" 

81 PRINT : PRINT "FIRE FRONT L 
ASER.M" 

82 PRINT : PRINT INK 2;"HOWEV 
ER IF TEN PODS ESCAPE PASS": PRI 


NT INK 2;"YOU THEN WE WILL HAVE 
NO CHOICE": PRINT INK 2;"BUT T 
O SHUT OFF THE AIR DUCT ": PRINT 
INK 2;"THUS SELF OBSTRUCTING T 
HE ENTIRE": PRINT INK 2;"PRISON 
, INCLUDING YOU!" 

90 PRINT : PRINT "PRESS ANY KE 
■Y TO PLAY. " 

99 IF INKEY$="" THEN GO TO 99 
100 LET L.Z 1=3: LET S1=0: LET S2 
=0: LET ES1=0: LET ES2=0: LET LE 
=65: LET LZ2=0 
110 GO SUB 2000 

200 LET X=10 

201 LET HIT=0 
210 RANDOMIZE 

220 LET B=31: LET A=INT <RND*10 
+4) 

230 LET D=31: LET C=INT <RND*10 
+4) 

240 LET Fl=l: LET F2=l 
250 IF LE=65 THEN LET LZ1=3: L 
ET KILL=10 

260 IF LE=66 THEN LET LZ1=3: L 
ET KILL=15 

270 IF LE=67 THEN LET LZ1=2: L 
ET KILL=10 

280 IF LE=68 THEN LET LZ1=3: L 
ET KILL=25 

281 GO SUB 2080 

290 PRINT AT 6,13;"LEVEL ";CHRT 
(LE) 

291 PRINT AT 8,9:"LASER BOLTS " 
;LZ1;LZ2 

292 PRINT AT 10,7; "KILLS REQUIR¬ 
ED- "; KILL 

293 PRINT AT 12,10;"PRESS ANY K 
EY" 

294 IF INKEY$="" THEN GO TO 29 
4 

295 FOR P=6 TO 12; PRINT AT P,4 

;" "; NE 

XT P 

300 PRINT AT X,14; BRIGHT 1; IN 
K 4; "St'" 

304 LET X1=X 

309 PRINT AT A,B; INK 2;"B";AT 
C,D; "B" 

310'IF INKEY$="A" AND X>4 THEN 
LET X=X-1 

320 IF INKEY$="Z" AND X<15 THEN 
LET X=X+1 

330 IF X1=X THEN GO TO 350 
340 PRINT AT XI,14;" ";AT X,14 

; BRIGHT 1; INK 4;"Sb" 

350 RANDOMIZE USR 62500: RANDOM 
IZE USR 63000: RANDOMIZE USR 635 
00: RANDOMIZE USR 64000 

360 IF INKEY$="M" THEN GO SUB 
900 

361 IF INKEY$="N" THEN GO SUS 


























































800 

370 LET A1=A: LET B 1 =B 
380 IF Fl=l THEN LET A=A+1 

390 IF A>15 THEN LET A=A1: LET 
FI =2 

391 IF F1=2 THEN LET A=A-1 

392 IF A<4 THEN LET A=A1: LET 
•Fl = l 

400 LET B=B-2 
410 IF B<1 THEN LET B=31 
420 PRINT AT A1,B1;" "; AT A, B; 
INK 2;"©" 

430 LET C1=C: LET D1=D 
440 IF F2=l THEN LET C=C+1 
450 IF 015 THEN LET C=C1: LET 
F2=2 

460 IF F2=2 THEN LET C=C-1 
470 IF C<4 THEN LET C=C1: LET 
F2=l 

480 LET D=D-2 
490 IF D<1 THEN LET D=31 
500 PRINT AT Cl,D1;" ";AT C,D; 
INK 2; "63" 

510 IF 8=31 OR D=31 THEN LET E 
S2=ES2+1 

520 IF ES2=10 THEN LET ES2=0: 
LET ES1=ES1+1 

530 PRINT AT 21,22;ESI;ES2 
540 IF ES1 = 1 THEN 60 TO 9000 
550 IF A=X AND B=14 THEN GO TO 
9000 

560 IF A=X AND B=15 THEN GO TO 
9000 

570 IF C=X AND D=15 THEN GO TO 
9000 

580 IF C=X AND D=14 THEN GO TO 
9000 

600 GO TO 304 

800 LET X2=176-<<X*8>+5) 

810 PLOT 110,X2 

820 DRAW -110,0: RANDOMIZE USR 
61000: OVER Is PLOT 110,X2: DRAW 
-110,0: OVER 0 

830 IF X=A AND B<14 THEN GO SU 
B 3000 

840 IF X=C AND D<14 THEN GO SU 
B 3100 

850 GO TO 930 

900 LET X2=176—<<X*8>+5> 

910 PLOT 129,X2 

920 DRAW 126,0: RANDOMIZE USR 6 
1000: OVER 1: PLOT 129,X2: DRAW 
126,0: OVER 0 

921 IF X=A AND B>16 THEN GO SU 
B 3000 

922 IF X=C AND D>16 THEN GO SU 
B 3100 

930 LET LZ2=LZ2~1 

931 IF LZ1=0 AND LZ2=-1 THEN G 
0 TO 9000 

940 IF LZ2=-1 THEN LET L7.2=9: 
LET LZ1=LZ1-1 


960 PRINT AT 20,30;LZ1;LZ2 
970 RETURN 
1000 RESTORE 1040 
1010 FOR Q=1 TO 14 
1020 READ Uf: FOR P=0 TO 7: READ 
A: POKE USR U*+P,A: NEXT P 
1030 NEXT Q 

1040 DATA ,0,0,0,0,31 ,32,64,1 

28 

1050 DAT A 11 — 3 " ,0,0,0,0, j, 9 
1060 DATA "«" ,255,255,255,255,25 

5,255,255,255 

1070 DATA "l..'" ,241,241 ,241,241,24 
1 242 244 248 

1080 DATA’" ■" ,255,255,255,255,25 

5.255.255.255 

1090 DATA "iY 1 ,240,248,244,242,24 
1,241,241,241 

1100 DATA "<£" ,255,255,255,128,64 
,32,16,15 

1110 DATA ”3J",241,241,241,17,9,5 
,3,255 

1120 DATA '.’S" ,63,67,254,199,99,4 

9.31.255 

1130 DATA "tar" ,0,128, 192,124,195, 
254,252,0' • 

1140 DATA "®" ,249,198,226,191,20 
9,113*113, 15)9 

1150 DATA " ,0,0,4,16,8,16,0,0 

1160 DATA ,2,0,36,0,41,0,8,0 

1170 DATA 72,1,16,132,17,0,3 

6,132 

1180 RESTORE 1210 

1190 FOR P=0 TO 47: READ A: POKE 
61500+P,A: NEXT P 
1210 DATA 243,58,72,92,15,15,15, 
8,38,0,1,0,12,8,211,254,238,16,8 
,46,0,85,92,167,237,82,237,82,17 
,254,0,25,125,148,56,1,61,103,61 
,32,253,11,120,177,32,223,251,20 
1 

1220 RESTORE 1240 

1230 FOR P=0 TO 20: READ A: POKE 
61000+P,A: NEXT P 
1240 DATA 33,10,0,17,3,0,6,200,2 
29,213,197,205,181,3,193,209,225 
,35,16,244,201 
1250 RESTORE 1270 
1260 FOR P=62000 TO 62016: READ 
A: POKE P,A: NEXT P 
1270 DATA 33,0,10,43,126,211,254 
,6,7,5,32,-3,175,132,200,24,-14 
1280 RESTORE 1300 
1290 FOR P=62500 TO 62525: READ 
A: POKE P,A: NEXT P 
1300 DATA 33,64,64,14,8,86,6,31, 

55.126.43.119.35.16, -7,114,6,31, 

43.16, -3,36,13,32,-20,201 


310 RESTORE 1330 
1320 FOR P=63000 TO 63025: READ 
A: POKE P,A: NEXT P 
1330 DATA 33,32,64,14,8,86,6,31, 

35 . 126 . 43 . 119 . 35 . 16 , - 7 , 114 , 6 , 31 , 

43.16, -3,36,13,32,-20,201 
1340 RESTORE 1360 

1350 FOR P=63500 TO 63525s READ 
A: POKE P,As NEXT P 
1360 DATA 33,64,80,14,8,86,6,31, 

35.126.43.119.35.16, -7,114,6,31, 

43.16, -3,36,13,32,-20,201 
1370 RESTORE 1390 

1380 FOR P=64000 TO 64025s READ 

As POKE P,As NEXT P 

1390 DATA 33,32,80,14,8,86,6,31, 

35.126.43.119.35.16, -7,114,6,31, 

4-3,16, — v>, o>6, l*i>, 32 , —20,201 

1400 RETURN 

2000 BORDER 0s INK 7s PAPER 0s C 
LS 

2010 PRINT AT 19,0; INK 3; "WtMMMJ 

IA**.*.**4LM4L*^^ 

2020 PRINT AT 18,0; INK 3; "HUBI.-n 

2030 PRINT AT 17,0; INK 3; “>—^ 

2040 PRINT AT 0,0; INK 3; “| v ##ilSNF b i 

2050 PRINT AT 1,0; INK 3; “MtA 

2060 PRINT AT 2,0; INK 3; 

2070 PRINT AT 20,0; “SCORE 
LEVEL LASER” 

2080 PRINT AT 20,7;S1;S2 
2090 PRINT AT 20,30;LZ1;LZ2 
2100 PRINT AT 20,19; CHR’i <LE) 

2110 PRINT AT 21, 8 ;“JAIL BREAKER 
S 11 

2120 PRINT AT 21,22;ESI;ES2 
2130 RETURN 

3000 PRINT AT A , B; ” >* “ s RANDOMIZE 
USR 620003 PRINT AT A,B; M *:*- ,, s RA 

NDONIZE USR 62000s PRINT AT A,B; 

"RANDOMIZE USR 62000s PRINT 
AT A>,B;“ " 

3001 RANDOMIZE 

3010 LET A=INT <RND*13+3> 

3020 LET B=31 
3030 GO TO 3121 

3100 PRINT,.AT €,D; “ > “: RANDOMIZE 
USR 62000s PRINT AT C,D;“ v- M s RA 

NDOMIZE USR 62000s PRINT AT C,D; 
4,, :VV'V: RANDOMIZE USR 62000s PRINT 
AT C , D; ” ” .. 

3101 RANDOMIZE 

3110 LET C=INT <RND*ll+5> 


LET S2=0s LE 
LET SI=0s LE 


3120 LET D=31 

3121 BORDER 0 

3122 LET S 2 =S 2+1 

3123 IF S2=10 THEN 
T S1=S1+1 

3124 IF Sl =10 THEN 
T S2=0 

3129 PRINT AT 20,7fSl;S2 

3130 LET HIT=HIT+1 

3140 IF HITCKILL THEN RETURN 

3141 FOR P=0 TO 60s BEEP .004,P: 
NEXT P 

3150 LET HIT=0 
3160 LET LE=LE+1 

3170 FOR P=4 TO 14s PRINT AT P,0 
5 ” 

* ”s NEXT P 

3180 PRINT AT 6 ,10;“LEVEL CLEARE 
D 11 

3190 PRINT AT 8,1;“YOU MAY PROCE 
ED TO NEXT LEVEL” 

3200 PRINT AT 10,10;“PRESS ANY K 
EY" 

3210 IF INKEY*=“" THEN GO TO 32 
10 

3220 FOR F*=4 TO 14s PRINT AT F‘,0 

• » 

“s NEXT P 
3230 LET LZ2=0 
3300 GO TO 110 

8999 LET X=10 

9000 FOR Q=1 TO 4 

9001 PRINT AT X, 14; “ >* > “s RANDOMI 
ZE USR 62000s PRINT AT X , 14; ” ^ 

s RANDOMIZE USR 62000s PRINT AT 
X, 14; s RANDOMIZE USR 62000s 

PRINT AT X, 14;“ “ 

9004 NEXT Q 

9010 RANDOMIZE USR 61500 
9020 FOR P=1 TO 10 

9030 PRINT AT X,14-P;"S " ? AT X ,1 
4+P; “ fcr“s RANDOMIZE USR 62000s N 
EXT P 

9031 BORDER 0 

9040 PRINT AT X,0;“ 

ii 

9050 RANDOMIZE USR 61500 

9060 FOR P=4 TO 14: PRINT AT P ,0 

. H 

9 

NEXT P 

9070 PRINT AT 8 , 8 ; BRIGHT 1 ;"G A 
ME OVER" 

9080 PRINT AT 10,10; BRIGHT 1;"P 
RESS ANY KEY" 

9090 IF INKEY$="“ THEN GO TO 90 
90 

9100 GO TO 10 
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times, you soon realise that things 
are not quite that straightforward. 
The problem lies in the number of 
options available to you. Because 
there are four of each tile, you will 
often find that three of them are 
free at any given time, it is vital 
that you remove the two that free 
vital pieces for later in the game. 

Timing is also crucial. Quite 
often, you must delay shifting a 
pair until another one is moved 
first. Look ahead as far as possible 
and try and work out the implica¬ 
tions of each move. If you do 
eventually succeed in removing all 
the tiles, you are rewarded with a 
fire breathing dragon. 

The game is very simple to play 
although initially confusing as you 
try to work out which tiles are 
free. The graphics look somewhat 
cluttered and are the weakest part 
of the game. There are plenty of 
options though. One or two play¬ 
ers working either as a team or as 
opponents, even playing against the 
clock if you want to. 

Shanghai is a nice gentle game, 
very addictive like all the best 
patience games and quite challeng¬ 
ing. My only qualm is that l think 
that it is somewhat overpriced but 
having said that, it is relaxing and 
I wilt definitely keep going back to 
it to while away the odd hour. 


ondly, a tile must be free. This 
means that there is nothing on top 
of it and that it. can slide away to 
the left or right. 

An unusual game 

At first sight, the game looks 
ridiculously easy and you can’t see 
how you can possibly fail to 
remove all the tiles every time. 
After you have played it a few 
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Chinese gambling game (which 
incidentally, is not as ancient as 
everyone seems to think — it was 
developed in the early 1920s), it is 
played with a series of 144 tiles, 
originally made from bamboo and 
ivory. Just as we have suits in cards, 
so they have suits. There are three 
of them, circles, bamboos and 
characters. These suits run from 
j-9 and there are four of each 
number e.g. there are four of the 
seven of characters. There are also 
four tiles representing each of the 
four winds, four of three different 
dragons — red, green and white 
and finally, eight individual tiles ~ 
four seasons and four flowers. 

In Shanghai, these tiles are 
arranged into a 3-D pyramidal 
structure called a dragon. The 
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SCORELINE 


Originality 

Impact 

Playability 

X-Factor 


OVERALL 




Mah Jongg’s little brother gets the 
once over as Gordon Hamlett spends 
a night on the tiles. 

































WAR — What is it good for?’ goes the 
sons — Gordon Hamlett has an idea. 


some players insist on using lavishly 
detailed models). These pieces represent 
the different units taking part in the 
battle. Depending on the game, each 
piece may represent anything from an 
individual soldier to a battalion, a chariot 
to a battleship. Each piece normally has a 
given number of movement points — 
how far it can move each turn — and a 
strength rating to determine its success in 
combat. Combat is resolved by 
comparing the strengths of opposing 
units, rolling some dice and looking up 
the result in a table. The use of dice 
does mean that there is an element of 
luck involved in the game but this Is 
certainly true of battle anyway. Napoleon 
always demanded that his generals should 
be lucky rather than skillful and he did 
reasonably well as a commander. 

Although computer wargames are still 
in their relative infancy, it is clear that 
they have several distinct advantages over 
their traditional counterparts. First and 
foremost perhaps is that you don’t need 
a human opponent to play against. Any 
time you feel like being Napoleon or 
whatever, you can. Coupled with this idea 
is the fact that you no longer have to 
spend hours setting up the board. 

Anyone who has ever had to put 
hundreds of cardboard counters on the 
correct hexes will tell you what a drag it 
is. You are also susceptible to such 
hazards as the rest of the family 
unreasonably wanting to eat at the dining 
room table or a sudden fit of sneezing. 
Most computer wargames allow you to 
save your current position and resume 
play at a more convenient time. 


use a playing area divided up into smaller 
areas. There is a whole series of rules as 
to how the various pieces can behave and 
each piece has a number of known values 
and capabilities. The difference is that 
chess is an abstract game in so much as it 
does not try to depict any particular 
scenario. A wargame by contrast tries to 
impart a certain amount of historical 
accuracy. 

The fact that they are called 
‘wargames’ is perhaps a trifle 
unfortunate. They are called wargames 
simply because most of the models that 
they try and simulate are re-creations of 
an actual historical battle. There is no 
attempt to glorify war as such. Like any 
game, it is a struggle between two sides, 
each trying to gain a decisive advantage 
by a better use of tactics. The same 
applies whether you are playing 
backgammon or space invaders. This 
point however was lost on a radio 
interviewer who talked to myself, the 
editor and the previous editor on the 
morality of playing such games. She 
seemed most put out when we didn’t 
advance a cavalry unit or launch a 
chemical attack on an opposing city to 
chants of “’Ere we go, ere we go, ’ere 
we go!” Needless to say, all our erudite 
comments were edited down to one 
sentence each in the actual radio 
program. 

How does a traditional wargame 
actually work? The game is usually played 
on a map divided up into squares or 
hexagons (hexes), The two opposing 
forces consist of a number of pieces 
(usually cardboard counters, although 


Although military commanders have 
always used wargaming methods as a 
means of examining possible variations in 
a forthcoming battle, competitive 
wargaming as a form of entertainment 
has only existed since the eighteenth 
century. A ‘fortress game’ is mentioned 
in Tristram Shandy and involved the use 
of scale models in a representation of 
one of the battles of the Peninsular War 
To all intents and purposes though, 
popular wargaming can be dated very 
accurately to 1953 when a board game 
called Tactics was released. 

Since then, hundreds of different 
games have been released ranging from 
the simple to the almost impossibly 
complex and covering every period from 
Ancient Britons to events set well into 
the future. By the mid 1970s, a whole 
new genre appeared. These were the 
Fantasy Role Playing games such as 
Dungeons and Dragons which, although 
they still had a considerable number of 
rules covering for example, combat, 
allowed the players to develop new ideas 
as and how they saw fit. This in turn 
required the use of a games-master to 
arbitrate on any unforseen set of 
circumstances. 

By the 1980s, with the advent of the 
home computer, it was only natural that 
wargames would make the transition 
from board game to computer game. 

FRP developed into adventures while the 
traditional wargame kept more or less 
the same sort of format as its board 
game predecessor. 

What is the difference between a 
wargame and a game such as chess? Both 
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Minor points maybe, but the 
computer games are already way head in 
terms of user friendliness. Also gone is 
the need to be constantly referring to 
tables to check on the outcome of any 
combat situation. Entering commands is 
frequently menu or icon driven. Units are 
moved using a joystick. All the time, the 
emphasis is on more and more user 
friendliness. 

There are disadvantages with 
computer versions though. Memory 
restrictions have meant that the writers 
are constantly having to juggle between 
complexity and on screen presentation. 
Emphasise one and the other tends to 
suffer. This is something that is definitely 
getting better though as the 
programmers realise just what they can 
or cannot include. 

Another problem is that traditionally, 
each player can see the entire playing 
area and assess the situation accordingly. 
Things tend to be harder to take in if 
you continually have to scroll across the 
map. Against that though is that the 
traditional boardgames are rather 
unrealistic. Playing against a computer, it 


is perfectly possible to keep the enemy’s 
movements hidden so that you only 
discover his whereabouts by scouting or 
when he shoots at you. The way weather 
affects the outcome of a battle or 
creating your own smokescreen effects 
are much easier to include in the game. 

My final argument if favour of 
computer wargames is the ease with 
which it is possible to slightly alter a 
scenario. Difficulty or skill levels are 
much easier to program into the game 
and several products now feature do-it- 
yourself kits whereby you can create as 
many variations as you want to. Not only 
can the balance of the troops be varied, 
but you can also design whatever terrain 
you desire. 

Yes, computer wargames have a great 
future and I look forward to seeing how 
they develop over the next few years. 
Here then is a look at some of the most 
recent releases. 

The earliest of the games, historically 
speaking is Legions of Death for the C64 
from Lothlorien. The subject of the game 
is the Punic Wars between the Empires 
of Rome and Carthage between 264 and 


146BC. The game concentrates on naval 
strength and economic strategy. 

You take the side of the Carthaginians 
in the one player game and can decide 
exactly what victory conditions in terms 
of gold reserves, cities captured and 
enemy ships sunk that you want to aim 
for. Be warned though of setting too 
easy conditions as the Roman fleet will 
be striving for exactly the same 
objectives. 

As with many of today’s games, you 
start off with a certain amount of capital 
and must decide how best to spend it. 

Do you buy a lot of lightly armed, 
poorly equipped ships or build a few well 
protected vessels. Throughout the game, 
as your dominance in the Mediterranean 
increases, you will raise tribute from 
ports under your control. Providing that 
you transport this gold back to your 
home base, your revenue increases and 
can be used to expand your fleet. 

The game is controlled via a series of 
icons. By a clever bit of programming, 
several of these appear at different points 
in the game and have differing results. 
Although it looks initially confusing, a 
flow chart takes you through the varying 
possibilities. Presentation within the game 
is exceedingly good. The screen is divided 
into several windows detailing large or 
small scaled maps of the area or 
illustrating the various ships under your 
command. 

Controlling a fleet is no easy matter 
and you will have to make decisions on 
speed, course, sails and equipment for all 
your ships. Damaged ships can be 
repaired — at a price of course. The two 
sides had different tactics when it came 
to combat. Your mob tended to go for 
the not very subtle ramming techniques 
whereas the Romans would try and 
grapple the two ships together and then 
board your ship with their infantry. The 
Roman ships also tended to hunt in packs 
which is something to think about before 
you start attacking one. 

All in all, Legions of Death is a very 
well presented challenging game which 
comes highly recommended. 
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Also set in Roman times, although on 
a much grander scale, is Annals of Rome 
from PSS (Spectrum, Amstrad and C64, 
£12.95 cassette, £17.95 disk). Here, the 
object of the game is to run the entire 
Roman Empire! Starting in 273BC, you 
must aim to keep going for as long as 
possible as you try to overpower the 
forces of thriteen different enemies. 

Gauls, Vandals, Huns, Franks and 
Goths are all likely to put in an 
appearance though, fortunately, not at 
the same time. Because of the time scale 
involved, each game turn can represent 
anything up to twenty-five years. You 
have three different types of military 
force available to you. Legionaries are 
your normal fighting forces, Limitanei 
who are garrison troops and mobile 
auxiliaries. In addition, you also have 
control of twenty-one senators of 
varying degrees of ability and loyalty . 
whom you must promote and demote 
into and from various positions of power. 

Roman troops were considerably 
better than any of the opposing forces 
and any reasonable strategy should result 


allows you to try and bribe the troops if 
you think that there is going to be a 
rebellion. 

Assuming that there is no civil war, 
you must move your troops and resolve 
any foreign wars. 

Annals of Rome is a strange game. 
Initially complex, there are large periods 
of inactivity during which the computer 
works out what is going on. On screen 
presentation is very messy if you don’t 
have a monitor and the instruction 
booklet does little to inspire confidence. 
My own feeling is that PSS have bitten off 
slighly more than they can chew with this 
one and beginners should steer well clear. 
As Caesar might have said; veni, vidi, 
confusi sum — l came, l saw, I am 
confused. 


in a military victory. Mistakes are likely to 
be punished by attemps to seize power 
through civil war with the resultant 
weakening of forces manning vital 
borders. 

Each turn gives you the chance to 
raise some money by altering the tax 
rate. This in turn is likely to affect your 
popularity. The next phase is a display of 
the senators and commanders. Each 
senator has an ability and loyalty rating 
and the display also shows his current 
rank and age. You can promote people 
up to tribune, legate and commander. 
Because of the time scale, people can die 
or retire. They are also more likely to 
try and seize power as they get older. 

You can re-assign and promote/demote 
people as you see fit, A loyalty phase 


The game involved juggling the meagre 
forces at your disposal in response to the 
various German threats. A map displays 
towns, airfields, airborne squadrons and 
radar stations in southern England. A 
command box can be moved round the 
screen over the various objects giving 
infomation about them. 


As soon as black crosses representing 
German squadrons start appearing on the 
map, you will want to start scrambling 
some of your own fighters in response. 
Moving the command box over an airfield 
and pressing fire will give details of what 
squadrons are available to you. Weather 
plays an important part and fog may 


Moving into the twentieth century, 
Battle of Britain is another game from 
PSS. Already available for the C64 and 
Amstrad, the Spectrum version has fust 
been released at £9.95. This game is 
noticeably different from the other four 
in so much as it offers optional arcade 
sequences in the hope of attracting a 
following from gamers who would not 
normally touch a wargame. 

The game is set during the summer of 
1940 when the German Luftwaffe was 
attempting to destroy the RAF both in 
the air and on the ground, prior to a 
planned invasion of Britain. In practice, a 
combination of unbelievably poor tactics 
by Goering and superb skills from the 
RAF meant that Hitler had to abandon 
his plans and attack Russia instead. Battle 
of Britain gives you the chance to defend 
the skies against either a fairly quiet day 
(training mode), a very heavy day 
(Blitzkrieg mode), or a full thirty day 
compaign of German air attacks. 


Divide the fire and you will the sooner put it out 


Pubilius Syrus. 


Moving forward a few centuries, the 
next offering takes us to mediaeval Japan. 
Samurai is from CRL for the Spectrum, 
and is the odd one out amongst these 
five games in so much as it does not 
depict any particular scene from history. 
Instead, jt is a pure strategy game 
between two sides of opposing forces. 

There are three skill levels to select 
from and three incidents although the 
instructions make no attempt to say what 
these are — they are simply slightly 
different scenarios played on the same 
map. You start off with 200 points which 
you can allocate to various types of 
warrior The Samurai costs 18 points and 
is the basic fighting unit. He wears 
armour and carries two swords. 

Ashigarus cost 12 points and are second 
class warriors. Carrying a spear, they are 
lighter armoured than the Samurai. Ninjas 
(25 points) wear no armour but have the 
advantage that they can attack from a 
distance by throwing a shuriken — a 
pointed star. Finally, you can opt for a 
mounted Samurai at a cost of 40 points. 
They can move a lot further during each 
turn and are more heavily armoured than 
ordinary Samurai. 
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operate successfully. 

Samurai is the least complex of the 
games on display here and as such, is 
likely only to appeal to rank beginners. A 
word of warning though. Samurai is to all 
intents and purposes exactly the same as 
Sword of Bane from CCS. Only the 
setting is changed — fantasy monsters or 
Japanese warriors. If you own one of 
these games, it would be a waste of 
money to buy the other. 


took you. 

The game is icon controlled although 
your only basic option is move, plus 
throw in the case of a Ninja. Movement 
automatically stops when you are next to 
an enemy character. When all your men 
have moved, any combat is resolved and 
then the computer controlled characters 
have their turn. If you want a Ninja to 
throw a shuriken, he must do so before 
he moves. A direction indicator appears 


4 , We often get in quicker by the back door than by the 
| front — Napoleon. _ 
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Vitaimfeames Presents the computer version of “The Growing Reins of 
Adrien Mole!’ Based on Sue Townsend’s best-selling book, and ^popular 
TV the game allows you to help Adrian with day-to-day dec! siohi. It’s a 

texraaspd game with beautifgHtt^trations^and your aim is to mak<»Athjian as 
popiff£ra8 possible throughVc^uranswers toVnultiple-choice qued|*Oj5$. This 
four part game covers 18 montws lifejjpf aspiring intellectual, AdHa4 and is 

available for 7 different computers. 

‘BBC B version is not illustrated. Produced by Mosaic Publishing Ltd. 


The Growing Pains of Adrian Mole is available from all good software stockists. 
If you have trouble finding it you can buy directly from Virgin Games. 
Please encircle the software you require and send this tear-off to 
Virgin Games Mail Order, 2-4 Vernon Yard, Portobello Road, 
London W11 2DX. Make cheques or crossed postal orders payable to 
Virgin Games Ltd. Please do not post notes or coins. 

COMPUTER FORMAT 
Spectrum 48/128 CASS 
Commodore 64/128 CASS 
Amstrad CPC CASS 
BBC B CASS 
MSX 64k CASS 
Atari 400/800XL/XE CASS 
Amstrad CPC 6128 DISC & 

PCW 8256/8512 DISC 


RELEASE DATE 
lO February 1987 
10 February 1987 
lO February 1987 
17 February 1987 
17 February 1987 
17 February 1987 
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prevent any of up to four squadrons on a 
given field from taking off. Once in the 
air, you can direct a squadron to the area 
you want it to patrol. The trick here is 
to work out where the enemy will be by 
the time you are near, not direct your 
own forces to where they are when you 
first see them. / 

When two opposing squadrons are V 
next to each other, a battle will take 
place. If you have opted for arcade 
sequences, you can have a go at shooting 
down a few Messerschmidts or Heinkels 
from inside a Spitfire cockpit. How well 
you do directly affects the result of the 
engagement, so unless you are a crack 
shot my advice is to steer well clear. 

Once a squadron has been involved in 
battle, it is necessary to get it to land as 
quickly as possible so that it can re-arm. 
Failure to do this will result in the aircraft 
landing anywhere they can and being 
effectively out of action for a day. in the 
campaign game, you also have to manage 
overnight reinforcements. 

Battle of Britain is one of those 
games that on the face of things looks 
very simple. It is only when you try to 
manage things for yourself that you 
realise how pressed for time you actually 
are. The real-time element of the game 
works very well and adds considerably to 
the enjo yment, even though the overall 
complexity of u *rly low. 
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varying woodland, 


trains, scout platoons, 


through. A meeting engagement simulates 
a chance encounter between roughly 
equal forces. The attack game puts you 
in the position of trying to break through 
an enemy defensive line and capture a 


UvJUl simple anu »»■ •-> 

accompanied by an excellent instruction 

K klet and is my pick of the five games 
i. Also recommended are Legions of 
Death and Battle of Britain. 


/ War is nothing more than a continuation of politics by 
other means — Clausewitz. ___ 


key objective whilst the defense game is 
the exact opposite. By my calculations, 
that gives you some 4800 different 
scenarios. There is also a novice game to 
get you used to the commands. 

Controlling the game is very simple 
and achieved by a combination of joystick 
and two letter typed instructions. 


The final game in this collection is set 
In the near future. Battalion Commander 
puts you in charge of an entire armoured 
battalion (no real surprise there). You can 
any one of three sides from the 
ican, Soviet, and Chinese forces 
-ugh as the game is from US Gold 
■ disk only), there are no prizes for 

sing who the good guys are. Commands are normally given to a 

The first thing that strikes you about company although it is possible to issue 
this game is the incredible number of orders to individual platoons. Typical 

variations available to you. Apart from commands include move, fire normally, 

two out of three sides, there provide suppressive fire, and create a 

ie relative smokescreen Everything happens in real 

of the opposing forces. Then time although the action is not as 

there"are the forty different terrains you frenzied as in Battle of Britain. As well as 

can choose from, featuring different the various tanks under your command, 

*- I — - 1 - H—i on which option you choose, 

orders to 
engineers 

Pursuit and exploitation is where you and heavy mortar groups, 

attempt to inflict a decisive defeat upon Although the games graphics are 

‘- *--- *-- - nothing special, Battalion Commander is 
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current footballer’s name assigned jjT 
to it but your favourite player can / 
be written on one of the blank ( 
player cards and used instead of an vi 
official card of the same value. 

The game can last for as many JMJ 
seasons as you like but to enter the 
European competitions you must 
play at least two seasons. Each y® 
match is preceded by a move on fim 
the board and once the penalty has ! ; Ik 
been paid, or the benefit reaped, Ijj j 
for each player the round of m/L 
matches begin. s\M 

Each manager must choose his Vy 
strongest team for the match and Y 
enter the total strength for the I 
defence and attack according to \ \ 
the face values of the selected * y 
players. These values determine * \ 
the outcome of the games, though 
luck can turn a potential defeat r 
into a glorious victory. 

If the games are league I 
matches, the scores are printed I 
out in teletype style at the bottom I 
of the screen. This is followed by 
the gate money for each match yl 
which is equally shared between , \ 


benefits for the unfortunate player 
who lands' there. It always means 
the suspension or total loss of a 
player unless the Luck Square has 
presented you with an Immunity 
card. This card is also useful if you 
land on the single Crisis square 
which makes you lose your best 
player to the bank for three 
quarters of his value. 

The game is played using an 
elite league of ten teams and any¬ 
where between two and five 
players can control a club each. If 
your favourite team does not 
appear on the league table, then 
you can replace one of the teams 
when your turn arrives to log on. 

Each player starts off with 
£200,000 and one of the players 
or a non-playing banker controls 
the finances for the rest of the 
game. 

After team selection you are 
awarded values for your eleven 
players and two reserves (utility 
players). According to these ratings 
you select cards of the correct 
value and type. Each card has a 


As in the real game, this is a 
battle for survival and requires all 
of your cunning, judgement and a 
modicum of luck. If nothing else, 
it makes you realise that Cloughie 
is not an empty vessel making a lot 
of noise. 

The board is used to determine 
your luck. Its perimeter is divided 
into 36 squares which you progress 
around at the throw of the compu¬ 
ter generated dice. Each square 
corresponds to one of nine cate¬ 
gories of situations. They can force 
you to pay your players’ wages, 
enter an auction, gain sponsorship 
revenue for a match, sell players 
to the bank or even give yourself 
a welcome day off. Two of the 
squares act like the Chance and 
Community Chest cards in Mono¬ 
poly. These squares are called 
Selection Problem and Manager’s 
Luck. Any player landing here has 
to press the relevant key on the 
computer and a randomly selected 
problem or benefit will be dis¬ 
played. As you may guess, the 
Selection Problem square has no 


B rian Clough once described 
football as a game of two 
halves. CDS has taken him at 
his word. Football Fortunes is 
part computer game, part 
board game. Clever packaging has 
enabled all of the gameplay para¬ 
phernalia to be packed into a book 
sized library case. This includes the 
cleverly constructed board which 
folds out to cover an area almost 
six times the size of the case! I 
have to admit that the case is 
almost bursting at the seams with 
the board, cassette (or disk), play¬ 
ing counters, fake money, 112 
player cards, 10 blank player cards, 
6 immunity cards and an instruc¬ 
tion pamphlet, which must make 
this seem worth every penny. 

One thing that I immediately 
found awkward, however, is that 
the playing cards are supplied on 
| eight sheets and, once each of 
these have been separated along 
' their perforations to yield a pack 
of 128 cards, they are difficult to 
replace in the case after a hard day 
on the team bench. 


Fortunes 
outer: Commodore 
,er *: CDS 


the two teams. For Cup matches, 
the results display appears almost 
instantly but the gates are shared 
as before. 

During the season players can 
be bought and sold or loaned to 
other teams. The value of each 
man is calculated by multiplying his 
star rating by £20,000 but at 
auction this may not be realised, 
or could be surpassed, depending 
on the desperation of your 
opponents. 

If luck smiles upon you, you can 
have a squad of as many players as 
you can afford. When your luck 
turns bad you may find that you 
cannot field a full team, in which 
case you forfeit your share of the 
game money until you get back to 
full strength. 

Compared to The Double 
(February’s Gamer), Fortunes 
lacks the same degree of depth and 
the match action screens. Where 
it does score is in the element of 
competitiveness and interaction 
between managers who can make 
or break alliances as they see fit. 
The game is infinitely faster than 
The Double and I feel that my ideal 
football simulation would be a syn¬ 
thesis of Football Fortunes, The 
Double and International Soccer. 
The board game and player cards 
would eliminate a lot of the 


memory restrictions of The 
Double. An optional interactive 
matchplay based on International 
Soccer (perhaps just using the goal¬ 
mouth action as in Football Man¬ 
ager from Addictive Games) would 
add more excitement to Fortunes 
and the long-term aims of The 
Double would open up more 
opportunities for a long running 
game. 

Compared to Addictive’s ageing 
Football Manager, Fortunes only 
lacks the action screens but offers 
a lot more via the board side 
haggling. 

My only real criticism of this 
excellent game is the lack of a one- 
player option. This would not have 
been too difficult to include if 
transfers were always made at face 
value and the computer program 
was beefed up a little bit. 

I recommend this game for 
every football fan who wants to 
experience some of the thrills and I 
spills of a manager’s life. The prob¬ 
lems are realistic and the gameplay 
is well planned. The only quibble! 
I have is that the computer pre-1 
sentation could have been more 
exciting than the unimaginative, 
lack-lustre famine for eye and ear 
of this text only game. A few 
graphics would have given greater 
aesthetic appeal and a competitive 


DEFENCE - 13 
ATTACK - 14 


arcade game within the computer 
would have broadened the appeal 
of the game. 

Even if you already own one of 
the many other simulations, this 
game has many differing challenges 
through its revolutionary presen¬ 
tation. A great game which could 
so easily have been unbeatable. 


# SCORELINE 

'Impact 
I Originality 
I Gameplay 
lj| X-Factor 

i* OVERALL 


A fortune can be earned by a 
football manager but a lot relies on 
the balance of skill and luck. CDS 
find out if you’ve got what it takes. 


PLAVER 2 - GAMER 


































































COMPUTER GAMER DEALER/REPAIR GUIDE 


ESSEX 


N. IRELAND 


EAST MIDLANDS 


MIDLANDS | 

CAPTURE 
YOUR LOCAL 
MARKET 
HERE. 
01-437 
0699 


MDS COMPUTER 
SUPPLIES 

★ Special Offer ★ 
Commodore 64 Power Packs 
£14.99 + £1 p&p 

Software Also Available 
S.A.E. for free catalog>re. 

Edenberry Lodge, 
Banbridge, 

N. Ireland BT32 3BS 
Tel: 08206-24506 


MICROWARE 

Home Computer 
Support Specialists 
Software * Peripherals 
Repairs 

(Qualified Service Engineers) 

5 St Peters Lane, Leicester 
29023 

— 7 Leicester Road, 
Loughborough 234226 
— Ford’s Dept Store, Victoria 
Centre, Lower Parliament Street, 
Nottingham 475872 


THE HOUSE OF 
SOFTWARE 

THE MIDLANDS MAIN SUPPLIER 

OF ALL TYPES OF HOME 
COMPUTER SOFTWARE. 

EXTENSIVE RANGE IN STOCK. 

ALL AT FANTASTIC 

DISCOUNT PRICES!!! 

THE HOUSE OF SOFTWARE 

51, SNOW HILL, QUEENSWAY, 
BIRMINGHAM B4 6PE 

TEL: 021 200 1158 







GLASGOW 

LONDON 


YORKSHIRE 


SCOTLAND 






THE COMPUTER 
DEPOT 

205 Buchanan St, Glasgow 
G1 2JZ 

Tel: 041-332 3944 

- Full range of new titles and 
loads of discount bargains. 

- Computers and add-ons. 

* * * WEEKLY SPECIALS * * * 

a 


Minimum 10% Discount on full 
price software (over£3.95) Software 
for Amstrad, Atari, BBC, 
Commodore, Spectrum 48k & 
128K. Also hardware, joysticks, 
repairs, bargain corner, etc. New 
Software Arriving Daily!! Phone 
01-870-4941. 

GALLERY SOFTWARE 

140 THE ARNDALE CENTRE 
WANDSWORTH 

LONDON SW18. 


Series 
Discounts! 
Ring Nicola 
Baty on 
01-437 0699 
for details 


MEGABYTE 

COMMODORE. .CBM 64, C16/Plus 4, 

CBM 128, Amiga. 

Atari. .800 XL, 130 XE, ST. 

Amstrad. .CPC, PCW, PC 1512 

Sinclair. .Spectrum, Spectrum Plus, 

Plus 2. 

— IBM LEISURE SOFTWARE - 
Suppliers of software and 
hardware 

12 Ettrick Square, 
Cumbernauld G67 1ND 

Tel: (0236) 738398 
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Send to Computer Gamer 
Classified Advertising Dept, 
Argus Specialist 
Publications, 

1 Golden Square, 

London W1R 3AB. 

Copy. 


COMPUTER GAMER 
SPECIAL 

Why not include your business details in our 
special guide? Ring Nicola Baty on 01-437 0699 
or fill in the details of your business below and 
we will contact you. 

Company name. 

Address. 


Telephone number 


NB Copy to be no more than 45 words. 





CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden 
Square, London W1. 

CLASSIFIED RATES — 48p (vat inclusive) private 
per word. Semi display £9.45 single column 
centimetre plus VAT minimum 2 centimetres. 
Series rates on application. Please note that all 
classified advertisements under £20 must be 
prepaid. All cheques or postal orders to be made 
payable to Argus Specialist Publications Ltd. 

Telephone Nicola Baty on 01-437-0699 


ES jusl 


WARNING NOTICE 

Advertisements placed in this magazine are to be in strict compliance with our standard conditions (copies of which conditions are 
available on request) and on the clear understanding that the advertiser warrants that his advertisement(s) does not infringe any copy¬ 
right or condition of sale of any interested party in the advertised product. 

Further, the advertiser indemnifies the proprietors of this magazine in respect of costs, damages, or any other claims brought against 
them as a result of legal action arising from the publication of the advertisement. 

Any breach of these terms or the said conditions may result in prosecution of the advertiser by the proprietors. 


SOFTWARE 


SPECIAL DEAL FOR 
ATARI 

400 / 800 / XL / XE 

HIRE your first 2 games FREE 
from our extensive range of soft¬ 
ware. Up to the minute releases 
available. Apply Now! 

OR 

BUY all the latest software titles at 
best possible prices. (New re¬ 
leases available direct from U.S.) 

Atari hardware and modems now 
available at discount prices. For 
further details send S.A.E. to: 

CHARNWOOD GAMES 

30a WARWICK AVENUE, QUORN, 
LOUGHBOROUGH, 
LEICESTERSHIRE. 

TEL: 0509 412604 


FILL THE GAP. RING 
NICOLA BATY ON 
01-437 0699 


FOR SALE 


JOKES 

FREE 

Britain’s No: 1 Joke 
Catalogue packed 
with over 500 practical jokes from 5p 

Stink bombs, Whoopee cushion, wob¬ 
bly lager glass, laxative tea bags, 
smoke bombs, willie sugar, cigarette 
bangers, joke blood, sick, mess, soap 
sweets, wet jokes, exploding jokes, 
magic tricks, party fun kits, masks, 
make-up, sea monkeys, girl strip pens, 
adult party packs, saucy novelties, 
naughty presents, posters, badgers, 
the complete Joke Shop by Post. 
Send 13p stamp with your name and 
address for bumper colour catalogue 
and free Gift to: 

MATCHRITE, THE FUNNY BUSINESS 
(Dept C.G.) 167 WINCHESER ROAD, 
BRISTOL BS4 3NJ. 



ATARI-ST Public domain disks «■ 
Games, Utilities, Languages, etc. 
S.A.E. for lists plus ST-CLUB info:- 
ST-CLUB (CG 187), P.O. Box 20, 
Hertford, SGI 3 8NN. 


SERVICES 


STOP 

PLAYING GAMES 

Use your computer to make money. Turn your hobby 
into a home-based income. Full and part time 
opportunities to cash in on this tremendous market. 
High earnings easily possible. Open to any amateur 
micro user and gamer. Write for free details. 

Westlink Promotions 
108 George Street 
Edinburgh EH2 4LH. 


Our next copy 
deadlines are 
17th March 
May Issue 
14th April 
June Issue 
26th May 
July Issue 


FOR HIRE 


_ATARI 400/600/800XL/ST_ 

SOFTWARE 

We have an all round selection of disks, 
cassettes and cartridges FOR HIRE. Apply 
now and hire your first four games free. 
Around 1,000 different original titles. For 
full details send large stamped addressed 
envelope or telephone evenings 7pm - 
10pm or weekends. 

LOW ATARI PRICES 

1050 Disc Drive £119.95 post free 
130XE £122.90 

Antic and Analog magazines available. 

BEST QUALITY DISCS 
Memorex 5'/4" S.S./DD Discs 10 for £13.95 p.f. 
Unlabelled S.S./DD Discs 10 for £ 9.95 p.f. 

Unlabelled 5%" S.S./DD Discs 25 for £22.95 p.f. 

Unlabelled 5'U" S.S./DD Disc 50 for £42.95 p.f. 

Unlabelled 5’/." S.S./DD Disc 100 for £79.95 p.f. 

Memorex Vk” Discs. Boxes of 10 
S.S./DD £24.95 p.f. 

Unlabelled 3'/2" S.S./DD Discs 10 for £19.95 p.f. 
Unlabelled 3'/2" S.S./DD Discs. 25 for £44.95 p.f. 
Atari 520 STM £345.50 post free 
Atari 520 STM with y 2 Megabyte Drive 
£449.00 

Happy enhancement for the 1050 Drive 
with revision 7. £139.95 post free 
GAMES & SOFTWARE CLUB 
DEPT CG, 35 Tilbury Road, Tilbury Close, 
Sunderland SR3 4PD. Tel: (091) 5286351. 


AMSTRAD SOFTWARE HIRE 

100’s of Titles - Fast Service our 
members say we are the best. 
Details & Lists from: 

K & M COMPUTERS 
40 Fairstead, Birch Green, 
Skelmersdale, Lancs. WN8 6RD 


CLASSIFIED COUPON 

Computer Gamer Cl tied Ad. Dept, 

ASP Ltd, No. 1 Go’ Square, London W1R 3AB. 


-, 

Lineage 48p per word (VAT incl). Semi display £9.45 per single 
column centimetre + VAT. Minimum 2cm. No reimbursements for 
cancellations. All ads must be prepaid. 


PLEASE DEBIT MY ACCESS/BARCLAYCARD NO Name 

.Tel No (Day). 

.Date. 

.for.insertions, (as per layout) 

OTHER. Please State. 



Address 


Expiry Date.For £.. 


a 


Signature. 


FOR. INSERTIONS 

(5r I enclose my cheque/PO made payable to Argus Specialist Publications for £. 


□ 


SOFTWARE 


□ 


FOR HIRE 


□ 


HARDWARE 


□ 


FOR SALE 


□ 


WANTED 


□ 
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,*X* What goes on behind the screens of 
vX a smash hit? Eric Doyle and Dave 
;•» Reeder look at Melbourne House’s 
*X** Wizards of Oz. 

»•••••*»• • t •••••••••••••••••• 


A year later they delighted 
their fans with adventure number 
two — Terrormolinos, a nightmar¬ 
ish account of a package holiday in 
the Mediterranean where the pur¬ 
pose of the game was to take pho¬ 
tographs at certain points. Again 
it demonstrated their style and 
wit, but the theme was perhaps 
not quite as universal as Hamp¬ 
stead’s and they now acknowledge 
that it might well have put off 
some of the enthusiasts they’d 
inspired earlier. 

So, two years later, they 
released Dodgy Geezers, an hilar¬ 
ious account of an ex-con’s at¬ 
tempt to gather a gang sufficiently 


Books, stand-up comedy, script 
writing? All possible options and an 
intriguing way forward might be 
provided by contacts of Peter’s, 
who works in the film publicity 
business. They certainly see their 
major contribution to the compu¬ 
ter adventure world as being 
originality. “We’d like to be 
remembered for our originality,’’ 
says Peter helpfully. 

I think they will. I’m not an 
adventure player but there is 
sufficient humour and style in their 
games to keep me entertained. 
They are a very special team and 
their best legacy to the business 
would certainly be younger pro- 


tures or was this going to be a very players who’d always been put off 
long evening? by titles like The Severed Hand of 

The dynamic duo certainly Gharn. 
don’t see their careers as profes- This was a different sort of 
sional funny men solely in terms of game — firmly based in reality 
computer games. In fact, Dodgy (even if it was slightly warped). A 
Geezers is likely to be their last good dose of humour (often very 
adventure. They’ve tried a variety welcome when you do something 
of routes to fame, including a dumb in their games) and an 
singing group called The Dave (all unusual theme also helped. The 
the members are apparently called formula has worked well and the 
Dave!) and a stand-up comedy duo wonder is that nobody has yet 


Melbourne House may be an Aust- It’s been a strange sort of day 
ralian company but Poms feature — released from prison but none 
strongly in the game credits of its of your friends are on the streets 
illustrious history. Foundation yet, so you have to hang around 
stones of the company’s reputa- waiting; the only problem is that 
tion include titles like Exploding some unpleasant men are taking 
Fist and The Hobbit but its future you for a quick swimming lesson 
growth relies on the constant with your feet encased in 
search for new talent. concrete! 

In the old days programmers These could only be episodes 
were plentiful because the games from the bizarre computer adven- 
were less sophisticated. Today a ture worlds of Peter Jones and 
more informed public demands in- Trevor Lever, more commonly 
novation and the beginner has to known as Lever/Jones, the authors 
display unique ability if success is of three highly successful Mel- 
to be attained. Where do you find bourne House adventures — 
these special people and what Hampstead, Terrormolinos and 
becomes of them! Dodgy Geezers. 

Martin Sneap of Knuckle- Your intrepid reporter man- 
busters fame has one foot firmly aged to track them down in a pub 
placed on the ladder of success just before Christmas during one 
while adventure specialists Lever of their reasonably frequent face- 
and Jones have scaled the heights to-face sessions and asked them 
and new horizons beckon, how they met, “In a car crash,” 

Madcap mirth merchants Lever replied Trevor, eyes glinting with 
and Jones were tracked down to mischief. Was t suddenly in the 
a South London watering hole by middle of another of their adven- 


called The Three Ronnies. Ah well, followed their lead with as much 
some ideas are better than others! flair and success. 

The turning point came when, Neither of them are program- 
after fruitless attempts to produce mers; they are funny men. Perhaps 
Hampstead as a board game, that is the crucial difference 
Trevor bought a Quill adventure between them and other adven- 
writing utility to go with his ture writers — they are able to 
Spectrum and a new world opened plan for people who are as com- 
up. Their first game struck a chord puter illiterate as they are, and 
with its audience of adventure make losing almost as much fun as 
players more used to the bunglings winning. 

of dwarves; and non-adventure The initial game had as its aim 


the careful social climbing needed 
to attain Hampstead, the epitome 
of having arrived. It’s an idea that 
still has mileage in it — when I met 
them they’d been discussing Peter’s 
recent marriage and his possible 
change of name to Furlonge-Jones, 
An ideal name, of course, to use 
as a measure of social mobility: the 
Fulonge-Jones Index. Quite what 
the FJI quotient would be for two 
writers whose first game made a 
mint of money, but who lived in 
Teddington and Slough, is one of 
those unanswered questions that 
we’ll leave to weightier journals. 

Time passed. 


talented to pull off one last major grammers picking up on their 
blag. Then off to the sun, perhaps, originality and the daring nature of 
in Terrormolinos? In common with their subject matter, 
their earlier games it again used I left them arguing good- 
amusing graphics (except on the naturedly about money. “Why do 
BBC versions) to create a very I do 90% of the work for 5% of 
special atmosphere. the money?”asked Trevor 

So where to now? It’s obvious plaintively. “Because my I0%is so 
in conversation that they feel the much better?’’ replied Peter. I 
limitations of the computer game slipped away — after all, they are 
as a vehicle for their talents — the that strange breed of truly funny 
time factor alone must be a men who don’t need an audience 
struggle for people bursting with to be funny. At times perhaps 
ideas. As Trevor pointed out: they’d be just as happy keeping 
“People look at our credits and say each other amused; somehow I 
’Very good, but what is a don’t think there’s any danger of 
computer game??’ that, thank goodness! 




our intrepid reporter Dave (half 
man, half lager) Reeder. As the 
smoke clears all is not as it seems. 

Somehow you’ve managed to 
find your clothes and have left your 
flat by the back door; the only 
problem is that every time you 
show your face outside your gar¬ 
den, you get beaten up in an alley! 

The taxi is waiting outside for 
you and your family, ready to take 
you to the airport at the start of 
a holiday in the sun; the only 
problem is that you’re stuck in a 
darkened attic still looking for your 
passport! 


«U 
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duo we join Eric Doyle in the 
Gamer offices where Martin (Mat) 
Sneap has arrived from the depths 
of Derbyshire. At 17, Mat is one 
of a new breed of programmer 
who has successfully attracted 
attention to himself via the 
Compunet circuit. Readers with 
modems will probably have seen 
examples of his graphics on the 
network and this is exactly the way 
he came to the attention of 
Melbourne House's talent scout 






“When I joined Simon’s project is a programmer of promise, all 
I was asked to develop the thanks to Melbourne House and 
graphics. By that time a fair the Compunet showcase, 
amount of work had already gone Who knows, there may be 
into the game and my designs someone out there reading Gamer 
wouldn’t fit in. Fortunately Simon this week who will be joining the 
was so impressed that he scrapped long list of Unsung Heroes of the 
what he’d done and is currently future. 

rewriting the game to fit my ideas Next month we’ll be looking at 
in.” the trials and tribulations involved 

Less than a year ago Mat was in developing a game from an idea 
just a Derbyshire lad winging to a finished program the Mirror- 
games into his computer, now he soft way. 
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The four elements disguise the 
nature of the Chameleon as Electric 
Dreams cast their spell. 
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Title: Chameleon 

Computer: Commodore 64 
Supplier: Electric Dreams 

Price: £8.95 


In a land beyond the Earth lie the realms 
of Earth, Fire, Water and Air that form the 
World of Nature. Long ago a single man 
found the entrance to these lands and 
learned to use the Flux of Limbo that 
creates the pure elementals in an evil way. 
By moulding it and then transporting it to 
each realm in turn he installed a master 
race of ruling demons and so gained 
control of nature. 

The Earth suffered chaos as travellers 
were engulfed in blizzards or choked by 


*« ] A hybrid of man and flux 
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dustballs and whole towns disappeared in 
freak storms. Meanwhile, the demons of 
the four realms fought for overall control 
and in the process slayed the man that had 
become known as ‘the aligner’. 

You play Chameleon, a hybrid of man 
and flux, that was created by Nature to 
enter the realms and destroy the demons 
and restore the balance. Using your unique 
powers you can realign your own flux to 
that of the demons in any realm you are in 
and so destroy them. The game begins as 
you enter the realm of Fire. 

The game features a graphics system 
that it describes as 3D Panimation, in 
which parts of the background scroll at 
different speeds to give the illusion of a 3D 
world. Your caped character is sandwiched 
between the two ‘nearest’ layers as he 
actually only moves in two directions. He is 
equipped with a wand that can hurl aligned 
flux at the hordes of nasties that swarm 
about you. However, it is the flux that 
keeps you alive so you should be careful 
not to waste any shots, particularly on the 
lesser tainted demons that are only worth 
a measly five points. Better prey for your 
flux are the limbo and normal demons but 
especially the super demons that not only 


score 100 points but also leave sparklers in 
their wake that can recharge your flux if 
you get to them quickly. 

Losing flux is a lot easier than 
maintaining it and can be achieved by 
colliding with demons that take the form 
of flames, dustballs, mists, blizzards, sparks, 
rockslabs, twisters and bubbles or by 
standing in the flux draining holes or pools 
that must be leapt over as you travel the 
land. 

Your quest, and reason for wandering 
around this strange and vicioi 
destroy the tainted flux that 
only at a certain point and a 
of day. The passage of time is shown by a 
change in the colour of the sky and an 
unexpected bleep announces the correct 
moment. If you reach the designated 
power point the tune will change and 
you have to do is hold out agains the 
demon onslaught until the correct time 
cycles around. When this happens you 


display underneath the screen 
on your score, lives, flux energy 
and realm successes as well as the days 
you’ve got left to complete your mission. 

A surreal arcade adventure that will be 
lost on most players who will label it as 
odd and quickly move to something else. 
Those who stick with it will find it 
repetitive as screens and screens of fluxes 
and demons are paraded before you, 
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X surreal arcade advert Cure, 


from the realm having completed part of 
the game only to re-emerge in a new 
realm with more demons that are even 
more determined to get you. 























































































NEXT MONTH 


• Startrek is here at Last! 

• Activision’s Portal takes a novel approach to 
computer gaming 

• Microprose’s Gunship mows down the 
opposition 

• Leviathan — English Software’s monster from 
the depths of space 

• PAWS ... for thought — the thinking 
person’s short cut tool to adventure writing 
PLUS 

• What will be this month’s Bane of the 
Month? 

AND 

All the latest reviews, news, letters and 
competitions galore!!! 


GAMER RULES OK 

All Gamer competitions share the same 
basic rules but check for additional 
requirements after reading this. 

1) Each competition is open to all Computer Gamer 
readers except employees of Argus Press Group, the 
participating company and the printers and distributors 
of both companies. 

2) All entries must be on the correct form — 
photocopies are unacceptable and will be disqualified. 
Multiple entries are allowed but, again, must be on 
the appropriate form. 

3) Prizes will be awarded to those entries judged by the 
editor to be correct on the specified date. 

4) The Editor’s decision is final and no correspondence 
will be entered into regarding it. 

5) The entry instructions form part of the rules. 

6) All entries become the property of Argus Specialist 
Publications Ltd, unless otherwise indicated. 

7) The rules form the conditions of entry. 


We always pay excellent rates for 
program submissions from our readers. If 
you think your game is good enough, 
please send it to our editorial address for 
assessment. 

Mark your envelope PROGRAM 
SUBMISSIONS. 
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WRESTLING 


the Title Matches on Way throu S h 

Drop Kicks"Ba P ckb ent k S ^^^Slams, 861 '' 

°r even throwing th"SS 3$^ ^ 


as seen on Arcade version 

M: 


to retain your title" ^ bhcks ne «led 
Compete against a friend, or challenge 

challenging 6 

screens! 
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Computer Gamer is a monthly magazine appearing on 
the fourth Firday of each month. 

Subscription rates upon application to: Computer 
Gamer Subscriptions Department, Infonet Ltd, Times 
House, 179 The Marlowes, Hemel Hempstead, Herts 

HPI IBB. 

The contents of this publication including all articles, 
designs, plans, drawings and other intellectual property 
belong to Argus Specialist Publications Limited. All 
rights conferred by the Law of Copyright and other 
intellectual property rights and by virtue of 
international copyright conventions are specifically 
reserved to Argus Specialist Publications Limited and 
any reproduction requires the prior written consent of 
the company. ©1987 Argus Specialist Publications 
Limited. 
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MERLIN 


iUESTOR 


SPECTRUM 48IC 


ALL NEW! 


ANOTHER 
ALL ACTION! SUPER SCREENS 


Did you buy the no. 1 Arcade 
Smash Hit of 1986 - Gauntlet? If not, 

t you certainly should have. If you did, 
then you'll be delighted to know that you 
can play another amazing 512 levels with jpf v 
.. this super add on. WH* .. % 

Requires original Gauntlet to run this version. 

CBM64/128, SPECTRUM 48/128K, AMSTRAD, MSX, ATARI 

1 j £4.99 cassette 

CBM64/128, AMSTRAD, ATARI, £6.99 disk 

ATARI ST £12.99 disk ATARI 


fill 


U.S GOLD LTD., UNITS 2/3 HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7AX. TEL: 021 356 3388 




































































